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HOOK. 

HYPERZONE. 

JACK NICH LAOS GOLF. 

JOE AN DM AC. 

JOHN MADDENS FOOTBALL. 

\ KING OF MONSTERS. 

1 KRUSTY’S SUPER FUN HOUSE. 

LAGOON. 

' legend OFZELDA. 

\ ROMANCE KINGDOM. 

■ // RPM RACING. 

m I ( SMART BALL. 

SMASH TV. 

\ SOCCER CHAMP. 

) SOUL BLAZER. 

ypLC/ SPACE FOOTBALL. 

^ SPIDERMANANDXMEN. 

. H STREET FIGHTER 2. 


I m tougher, smarter, and quicker. 
I got enough Sega and Nintendo t( 

blow you away. Here’s my list of 

SuperNes games. And remember 
kid, if you blast me first, don't 

miss unless you can handle the i 
action. If you can, then one day, / 

you can step Into my boots. sf ' 


SUPER BASES LOADED. 

SUPER BATTLETANKS. 

SUPER BOWLING. 

SUPER DOUBLE DRAGON. 

SUPER GHOULS N GHOSTS. 

SUPER OFF ROAD. 

SUPER R TYPE. 

^ • • • • • 

SUPER SLAM DUNK. 

SUPER TENNIS. 

TERMINATOR 2. 

TEST DRIVE. 

THUNDER SPIRITS. 

TOM & JERRY. 

TOP GEAR. 

w TRUE GOLF CLASSIC 

A TURTLES IV.. 

ultra man. 

aA UNIVERSAL SOLDIER 


ACT RAISER.£39.99 

ADDAMS FAMILY.£39.99 

BASEBALL SIMULATOR 1000.£39.99 

BILL LAIMBEER’S BASKETBALL. ..,£39.99 

CASTLEVANIA2.£39.9! 

CHESSMASTER.£3! 

CONTRA 3.£; 

DRAKKHEN.£ 

EXTRA INNINGS.i 

FZERO. 

FINAL FANTASY 2. 

FINAL FIGHT. 

F1 ROC.. 

FI SUPER DRIVING. 

GEORGE FOREMAN. 

GR ADI US 3. 

GUNFORCE. 

HOLE IN ONE. 

HOME ALONE. 


WORLD LEAGUESOCCER 


fo play USA or 

^^reipafnese games on a UK machine. 

J.B. King Joystick 
(6 button) £49.99 

PRICES CORRECT ATTIME OF GOING TO PRESS. E&O.E 


0708 757775 

FREE FIRST CLASS POST - SAME DAY DESPATCH 
FREE 16 PAGE MAG. WITH EVERY ORDER 
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Here we are. You have 
the best video game 
system money can buy 
and we aim to bring you 
the best magazine to go 
with it. A team of 
dedicated reviewers and 
crayon types so sexy and 
funky that they have to 
wear those special 
waterproof pants. 

Although really great and 
fab, we wouldn’t be 
anywhere without readers 
like you. If you have any 
requests, complaints or sexy 
fan mail, send it in and we’ll 
do our best to help you out. 

We have only one 
philosophy, to bring you the 
best, the smartest and the 
most entertaining magazine 

you could want. 

When we review the 
games, we really play them. 
When we bring you news, 
we tell you exactly what you 
need to know. When we tell 
a gag, we make sure it's 
dead rude and funny. When 
we go to the toilet, we 
always wash our hands. 

CD HORIZOnS 

The Super NES is easily the 
best games machine on the 
market and it looks set to 
do the same things for 
gaming as VHS did for video. 
With the upcoming launch 

of the Nintendo CD ROM, 
the CD ROM XA, the future 
is looking very bright. 

There are a lot of 
very big changes happening 
at the moment. Sony are all 
set to launch their Famicom 
compatible Playstation, a 


unit with a built in CD 
ROM, to the Super NES 
what the Wondermega is to 
the Megadrive. 

SUPER SUPPORT 

Most companies who 
already produce cartridge 
software for the Super NES 
plan to convert existing 
titles as well as develop new 
software for the machine. 

CD will open up a whole 
new set of markets for the 
Super NES. There will be 
educational packages and 
reference material along 
with everything that the 
fabled Multimedia concept 
has heralded. 



GuaRanTEED 

Why should Nintendo 
succeed where others 

(notably Commodore and 
Sega) have failed? Because, 
Nintendo have the product, 
the price and the marketing 


strategy exactly right. They 
will also supply the machine 
with an adequate library of 
good software, something 
both Commodore and Sega 
have completely failed to do. 

no LimiTS 

We’ll be there with 
everything you need to 
know and a lot of ridiculous 
nonsense that you probably 
don’t need to know. Your 
machine is going to become 
a lot more than just a 
console, it’ll be a complete 
and unbeatable home 
entertainment unit with 
imagination being the only 
limit to its capabilities. The 
Super NES is here in force. 

The other video game 
manufacturers are trembling, 
the Super NES will very 
shortly be established as the 
only true standard in video 
games technology. We'll be 
with it all the way. 


i i 
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he press we bring you news of the 
latest events in the world of Super 

Nintendo gaming. Software, hardware, 
natural disasters, no story is too hot for us 
to handle. 




the low-down on the hottest 
ES games, look no further 
than our top level, mondo correcto review 
section. We give the latest games (and some 
classics) the full treatment, just to let you 
know what’s hot and what’s not. Don’t 
spend a penny till you know the score. 


« • # • # 


Super Frobotector . 

A^uri Suzuki F1 Driving..., 
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Turtles in Time. 
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Streetfighter 2. 

Super Sattletank. 

Prince of Persia. 
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Combat Sasketball.46 

Super Cup Soccer.47 

Super Smash TV.50 
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putt-out poster featuring KonamFs 
amaz^g Probotectors. Put it up on 

your toilet wall to impress your friends and 
help you while away the hours. 
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^ Bil-L. S^Ben's Poison Pen 

YOJJi^ cha#pe to#ell us what you think of the 

^Igazine, Nintendo games and sexy 

film/pop stars. If you need some advice then 
just ask Bill and Ben, they’ll tell you 
everything you need to know (except the 
address of Brad’s hairdresser). 


Dr BaRR!=i DiaBi_o’s 
CHsaTS Of Doom 

WHO is the mysterious Dr Diablo? What we do 

know is that he’s a bloody cheat! Every 

month, the mysterious doctor will pass on 
everything he knows about Nintendo 
cheats. We’ll give you infinite lives, 
invincibility and anything else you need to 
complete your favourite game. 
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at upcoming Super NES 
This month we check out 

Konami’s amazing Axelay, Storm’s Super 
SWIV and a host of other top goodies. 
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fiddly metal bits that 


inside 


Siiper NES. We tell you how and 


why it works and let you in on a couple 
^ litde known secrets.... 
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i|th s of painstaking research and about 
500 quid’s worth of beer and pizza, 
we’ve compiled the essential top ten 
Nintendo games. Check it out and see if you 
agree with us. 




ou how you can get hold of Super Action 




t fail every month with the 

opportunity to save money on this the 
smartest mag you’ve ever seen. 
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Editor: Frank O'Connor 

International playboy at best, power 
crazed despot at worst, Frank is in 
charge of all the smart bits of the 
magazine. He has decided that 
Martika is the ideal ^irl and says he 
wants to get some in her kitchen. 
He's 5' 9" and lists his interests as 
bare naked ladies and nudie women. 


Created by 

Europress Interactive Ltd - 
a member of the Europress Group 


SNES ONLY 

100% dedicated 
to the world*e 
ireateet console 


J EDITORIAL 
INDEPENDENCE 

We review whatever we 
want, when we want, 
to l?rin0 you unbiased 

and informed I 


Deputy Editor: Simon Kirrane 

Top moon unit and general weirdo, 
Simon Kirrane has recently 
discovered the musical delights of 
Kris Kross and has taken to wearing 
all of his clothes backwards. This led 
to a messy and disturbing Y-Front 
incident after a particularly harsh 
curry, but we won’t go into that. 


PREVIEWS 

^e give you th 


before 


I BEST NEWS 

We let you know 
exactly what*s goint 
on in the world of 
Super NES, before 

it happens! 


staff Writer: Bbad Burton 

Brad Surton may sound like a 
superhero’s sidekick, but he is in fact 
a top games player and general 
gnarly dude. Usually he’s well 
behaved, but apparently Brad was 
once arrested for pushing a fig 
around Thora Hird’s bathroom with 
a spatula. 


mtn our supplier 
network covering the 
whole of the country 
we get hold of every 
game as soon as it 


Editor. Frank O'Connor 
Deputy Editor: Simon Kirrane 
Art Editor. Ian K. Tindale 
Art Assistant: Lisa Cragg 
Staff Writer: Brad Burton 
Advertising Artwork: John Fellows 
Contributors: Paul McNally.Poger Bell, Alex Jeffries 
Sales Manager: Steve Darragh 
Sales Executive: Nikki Taylor 

Systems Man and Mac Witchdoctor David A. Stewart 
Top Production and Sales Geezer. Simon Jones 
Circulation Director David Wren 
Managing Director. Brian Raynor 
Group Chairman: Derek Meakin 


Art Editor: Ian K. Tindale 

Top international crayon technician 
and part time musician, Ian K Tindale 
believes that almost everything in his 
life, especially his collection of spanky 
gadgets, is “gear” and “fab”. Nobody 
is o^uite sure what the "K" in his name 
stands for but a girl named Sharon 
assures us it's very special indeed. 

Ian lists his interests as anything 
brightly coloured with soft edges. 


Europress Interactive Ltd, 

Europa House, Adlington Park, Macclesfield. SK10 4NP 

Tel: 0625 878888 Fax: 0625 876669 

Printed by: BPCC Carlisle. Distributed by COMAG 
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Art Assistant: Lisa Cragg 

Lisa may look sweet, but don’t let 
that fool you. Every day she comes in 
with a new reason to give each 
member of the team a proper kicking. 
When o^uestioned on this matter she 
replied “I have no idea what you’re 
talking about, you’re obviously 
deranged”. Hah! A likely story! 


Super thanks to: 

Giro’s pizza dudes in Hazel Grove, Roger Bell, Alex Jeffries, Lisa for dedication 
in the face of passive insanity, our fabby gear coffee machine. Curious Kids for 
the music, Sharon for artistic inspiration and everybody's Mum (and Dad). I 
failed third grade and look at me...now I drive the school bus! 

While Europress Interactive Ltd. does its best to ensure that all the information 
contained within the editorial and advertising is correct, Super Action cannot be held 
responsible for any inaccuracies or ommissions. No part of this magazine may be 
reproduced without written permission and a note from Mum. Aargh! Must take test... 
Super Action is an independent magazine has has no connection with Nintendo Co., Ltd. 
“Nintendo”, “NES”, “Super NES” and “Super Famicom” are trademarks of Nintendo 
Co., Ltd. All trademarks and copyrights are recognised. 
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‘Nintendo’, ‘NES’, ‘Super NES’ and ‘Ganne Boy’ are trademarks of Nintendo of America Inc. All screen shots are copyright of 
Nintendo of America Inc. All trademarks and copyrights are recognised. 




Top left: An artist's 
(accurate) impression 
of the new Super CD 
ROM XA unit. As you 
can see, the CD sys¬ 
tem sits snugly and 
attractively under the 
Super NES. Note the 
system cartridge in 
the Super NES itself. 
This may allow the 
system to be updated 
in the future. 

Middle: Yoshi will be 
one of the main 
attractions in the 
new Super Mario 
movie. The huge ani- 
matronic puppet will 
appeal to young, old 
and perverse alike. 



Nintendo are finally coming clean 
with details about their CD unit. 
The machine itself is ready and 
Nintendo are currently putting the 
finishing touches to some very, very 
special software. 

A lot of the information surround¬ 
ing the machine is rumour and hearsay, 
but we can let you in on a few of the 
juciest bites of information. 

The CD ROM XA as it is provision¬ 
ally entitled will, like all CD ROM units, 
have a memory capacity of 655 Megabits. 
This sounds like a lot and you’d better 
believe it. 

The largest cartridge available on 
the Super NES presently, is Streetfighter 
2. This cart has a total capacity of 16 
megabits. A bit is one eighth of a byte. 
To put it simply, you could fit over 327 
times more game on a single CD. The 


Mega CD failed largely because of a lack 
of software. The hardware itself was 
none too impressive and did little to 
improve the Megadrive’s capabilities. 

Nintendo have been watching this 
situation carefully and intend to release a 
large library of excellent software when 
the machine is finally launched. Rumours 
abound of a new Mario game, but expect 
that much later. 

The software will comprise a wide 
range of styles and a vaporous rumour 
from the far East suggests that Capcom 
will be among the first to release a game 
- Streetfighter 92. 

The unit has a host of incredible 
technical features, one of which is so 
revolutionary that the people behind it 

have been legally 
sworn to secrecy. 
From what we 
can gather, this 
custom chip will 
make 3D games a 
lot more common 
on the SNES and 
a lot more impressive than anything 
you’ve seen so far. The unit is reported 
to have a built-in sprite scaler which will 
work in tandem with the background 
scaler, making arcade games like Metal 
Hawk and Assault a real possibility. 

A very fast processor is built in and 
should piggy back with the Nintendo unit 
making your machine a good deal faster. 
The extra RAM required to shift the 
huge amounts of extra data will come on 
a system cartridge, which could be 
updated in the future. 

Live video, CD MIDI, CDG and lim¬ 
ited compatibility with the Philips GDI 
unit are just a few of the features to be 
built in. Best of all though is the price. 
Nintendo of America reckon they will 
release the machine at a staggeringly 
cheap $ 199 - just over one hundred of 
our fine British pounds! We can’t wait. 



MARIO MOVIE 
HAPPENS FOR 

DEFINITE 

JtiiJKi JLm V Ji JL Mil 

Bob Hoskins, that little fat bloke 
out of Hook is all set to appear on 
the big screen in the guise of none 
other than Mario! 

Rumour and speculation have sur¬ 
rounded the movie since its original con¬ 
ception but firm details are beginning to 
emerge. The weirdest thing about the 
movie is the choice of villain. Dennis 
Hopper is to play Bowser, King of the 
Koopa Kids. This is like having Jack 
Nicholson play Bambi. 

The real star of the show however, 
will be the huge animatronic Yoshi pup¬ 
pet as he helps his chum Mario prevent 
Bowser’s invasion of Earth. 

The film will be on general release 
in the late Spring of next year. Watch 
out for it! 
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"Pro Action Replay is a mean piece 
of hardware, this thing busts games 

wide open" 
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Just imagine, infinite iives, uniimited energy, uniimited 

i *'.V.'.W W.W V.*. 


power or extra fuei/ammo. Become invincibie with the 


Action Repiay Cartridge for your SUPER NES 

or GAMEBOY^^ Consoie 


TM 



Action Replay is a powerful cartridge 
featuring its own on-board LSI chip 
specially designed to allow the user to 



SUPER NES version of Action Replay also 
allows you to use American and Japanese 
cartridges on your UK console . . that's 
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effectively "re-program" their cartridges dozens of titles available NOW! 
so they can play their favourite games 

to destruction! ^ With its advanced ASIC hardware design, 

the Action Replay cartridge can react to new 

games as they appear. No need for future 

updates, no need for code books . .. this is 

the only cartridge you will ever need. 

No user knowledge is required at ail - if 
you can play the game you already know 
how to use Action Replay. All input is via 
the joystick/pad - it couldn't be simpler! 


With its unique built-in "GAME 
TRAINER", you can actually find and 
create your own cheats for Infinite 
Lives, Power, Energy, Levels, etc. etc 




Now you can play your games to 
levels that you did not know even 
existed. This is the cartridge the 


experts use 


the average cheat 


takes only minutes. 


“NINTENDO", “GAMEBOY" & "SUPER NES" 

ARE TRADEMARKS OF NINTENDO OF AMERICA INC. 
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With this universai games adaptor you can now choose 
from the huge range of available US & Japanese software 
for your UK SUPER NES Console. 

Also works as double cartridge adaptor allowing two 
cartridges to be connected at one time. Simply flick 
between games ...save wear and tear on game port. 
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Very simple to use. 



Allows UK carts to work on US & JAP Consoles 


IMPORTANT 

ACTION REPLAY IS NOT DESIGNED, 
MANUFACTURED, DISTRIBUTED OR 

ENDORSED BY 
NINTENDO OF AMERICA INC. 
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HOW TO OET YOUm ORDER FASTI 


ALL CHEQUES/ROSTAL ORDERS MADE PAYABLE XO 




§ 


GOVAN ROAD, FENTON INDUSTRIAL ESTATE, FENTON, 
STOKE-ON-TRENT, ST4 2RS, ENGLAND. FAX 0782 744292 



TECHNICAL/CUSTOMER SERVICE 0782 744324 


SWITCM 


24 HOUR MAIL 
ORDER HOTLINE 
0782 744707 

ORDERS NORMALLY 
DISPATCHED WITHIN 48 Hrs. 
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Top left; This ugly 


looking piece of kit 


should be avoided at 


all costs. Expensive, 


illegal and possibly 


bad for your machine 


Middle: Who is this 


top treat dreamy 


homestyle character. 


believe it’s Dominik 


Diamond, internation¬ 


al hunk and all round 


hero. However, 


Domlnik’s spotlight is 


soon to be stolen by a 


mystery dreamboat... 


Top right: This rather 


attractive piece of kit 


could turn you into 


the next Leonardo Da 


Vinci. 


HOUSE SUES 


An as yet un-named software house 


is taking legal action against a com¬ 


pany which imports a pirating 


device for the Super NES. 


Both the importer and manufactur¬ 


er claim that the device is meant purely 


to back up cartridges the user already 


owns. That’s ridiculous, in all the years 


this reporter has owned a console, 


not one single cartridge has ever failed 


to work. 


The device saves cartridge data 


onto 3.5 inch disks through a bulky adap¬ 


tor which sits on top of the SNES. This 


might sound like a good idea to the less 


honest among us, but piracy will lead to 


increased prices and a drop in the quality 


and quantity of software available. 


This situation has already ruined the 


home computer market. Do you think 


disk games would cost £25 if there was 


no piracy 


? 


By their very nature, cartridges are 


very easy to modify and software houses 


will soon come up with a way to stop 


the carts being pirated so the piracy 


devices will rapidly become defunct. If 


you decide to get hold of one of these 


expensive white elephants, you might 


end up with a couple of hundred quid’s 


worth of junk. Serve you right too. 


GAMESMASTER 
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GOES SUPER! 


Super NES fans may have been dis¬ 


appointed with the coverage their 


machine had in the last series of 


Channel 4’s Gamesmaster. 


All that is about to change. Super 


NES games will feature very heavily in 


the next series and there’ll be reviews 


and competitions galore. 


Our own top TV celeb, Frank 


O’Connor will be joining Gamesmaster 


host and general funkmeister Dominik 


Diamond on the hot spot as a commen¬ 


tator. Watch in disbelief as Frank 


wanders around the set asking “Come 


on luvvies, what’s my motivation?’’. 


The series has a 24 show run this 


time around, making it twice as long as 


the first series. The first Gamesmaster 


was neat, but the second series promises 


to be something very special indeed. 


Games featured will include Mario, 


Streetfighter 2, The Addams Family, Joe 


and Mac and a host of other goodies. 


When asked for a quote, Dominik 


Diamond replied, “Can I have another 


cup of tea please, but no ginger nuts, 


they make me feel funny.’’. 


SUPER NES 


GETS SERIOUS 


The Super NES is obviously the 


best games machine money can 


buy, but at the moment it’s some¬ 


what lacking in flexibility. 


That’s all set to change with the 


release of Super Mario Paint, a combina¬ 


tion of Graphic art package and simple 


Music System. Sega tried this before with 


a paint package called Art Alive for the 


Megadrive. Sadly though, it ended up 


looking like a multi-coloured etch-a- 


sketch tablet. 


Nintendo have solved this problem 


by launching the package with a mouse! 


The sleek, attractive unit is kitted out in 


the same colour scheme as the American 


SNES but fortunately looks a whole lot 


nicer. You can save your masterpieces 


on the 256k battery backed RAM that’s 


built into the cart. One limitation is that 


it's not currently possible to print out 


your works of art. The package still 


looks great though and be assured that 


we’ll bring you a full review soon. 
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SIMPLE 

AND CLJ 

youRsa 


CALLS COST 36p / MIN, CHEAP RATE, 48p / MIN. ALL OTHER TIMES INC, VAT. PLEASE ASK PERMISSION BEFORE YOU CALL. AVERAGE LENGTH OF CALL 572 MINS WHICH WILL COST £1.98 AT CHEAP RATE. POST, PACKING + HANDLING CHARGES: T-SHIRTS £1.75, 
BADGES 50p, OTHERS £1. © MEGAFONE LTD 1992. MEGAFONE, SANDYLANDS HOUSE, MORECAMBE, LANCS., LA3 1DG. THESE LINES ARE UNOFFICIAL AND HAVE NO CONNECTION WITH FEATURED ARTISTS OR BUSINESS ORGANISATIONS. 
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an expensive adaptor though, 
purpose of the cart is to allow 


you to cheat on 

any games, 
you’ve ever 
owned an eight bit 


computer, 


Above: The Pro 

Action Replay is a 
solid and reliable unit 
and the colour 


= scheme matches your 


i Super NES perfectly. 
The game you wish to 
play plugs straight in 
the top and if you 
I wish to use it as an 
I adaptor, simply plug a 
host cartridge in the 


rear of the unit. 


Right, 2nd fromtop: 

An alien starship 
i drifts foolishly into 


s your sights. Open up 


and make him eat 
plutonium death. 


Arriving just in time for us to stop 
the presses is the Pro Action 
Replay from Datel. This piece of kit 
is incredibly novel and will turn 
your existing software collection 
into something entirely new. 

The Action Replay cart is already an 
invaluable aid to a lot of 16 bit computer 
owners and it looks set to do the same 
for the SNES. 

The cart looks pretty much like a 
standard SNES cart but with a couple of 
minor differences. A through cart slot 
sits on top of the machine and another 
empty slot protrudes from the rear. 
You’ll also find a small steel switch on 
the right hand side of the cart. You plug 
the cart into your SNES and piggy back 
the game of your choice on top. 

The slot at the back can be used to 
run foreign carts on a British SNES or 
vice versa. Be warned though, it has 
detrimental effects on the display of 
some American (NTSC) carts like 
Pilotwings for example. On the whole 
though, it works extremely well and feels 
nice and solid. This thing is much more 


you 

might remember 
entering pokes to 
enable cheats. The 
Action Replay 
works in exactly 
the same way, 
letting you enter codes for infinite lives, 
unlimited energy and all manner of 
other goodies. 

Although it comes supplied with a 
stack of codes, the manual gives you a 
very simple step by step guide on how to 
find your own. It really is dead easy to 
use and all you have to do is tinker 
around for a bit until you find the effect 
you require. The codes are entered on a 
very pretty startup screen which appears 
before the game you chose starts. 

The Pro Action Replay lets you do a 
lot more than just change lives and level 
settings, you can mess with graphics and 
sound too. 

There’s little point just banging in 
made-up codes, but some of the effects 
you can achieve by doing this are quite 
interesting. The changes you make to a 
game are temporary and the game will 
be back to normal the next time you 
play it. It does do worrying things to bat¬ 
tery saved games, but if you’re careful 
there’s no problem. A brilliant piece of 
kit and something every SNES owner 
should consider. Ace! 
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Accolade, the company currently in 
the news for their legal battle with 
Sega over their right to produce 
Megadrive games, have unveiled 
their initial SNES line up. It’s look- 
ing good too, with one original 
product and one conversion of a 
very famous computer game. 

The first title to reach our shores 
will be Test Drive 2, a racing simulation 
that has a fair bit in common with Atari’s 
Hard Drivin’. This is your chance to 
drive some of the world’s most exotic 
cars, including the Lamborghini Diablo, 
the Porsche 959 and my personal 
favourite, the Ferrari F40. 

You can take these cars and do 
things with them that would make 
an insurance broker fill his pants. You 
have to race the cars across America, 
watching out for your standard roadside 
hazards like other cars and bikes, but 
also keeping an eye out for the rozzers. 

You have a radar device fitted in 
your car which will alert you of any 
police presence, moments before they 



UP 


detect you. You have a choice at this 
point, you can either slow down to a 
legal pace, or scoot off into the horizon 
at stupidly high speed with the cops on 
your tail. 

The cars apparently handle in much 
the same way as their real life counter¬ 
parts but unless you’ve got one of the 
cars, you’ll have to take their word for it. 

Using a mixture of normal sprites 
and mode seven backgrounds, the road 
movement is both slick and smooth. 
From what we’ve seen already, this 
looks set to be the best version of the 
game so far. 

Not content with a groovy driving 
sim. Accolade have delved back into the 
mists of time to update and outmode 
one of the video game world’s all time 
greats. Star Raiders! 

This ancient Atari VCS game took 
the world by storm when it was released 
and Accolade have taken the best ele¬ 
ments to create Warpspeed. The game 
is a 3D space combat ship and has more 
than a little Star Wars about it. The 


game uses mode seven graphics to make 
the enemy spacecraft scale and rotate as 
they approach. The effect is stunning to 
say the least. There’s a wide variety of 
missions to complete and the 3D dog 
fighting action looks superb. The game is 
99% complete as we speak and we’ll 
bring you a full and up to date preview in 
next month’s incredible issue. 


BIG BUBBLES, 
NO TROUBLES! 

Capcom product tends to arrive in 
a massive blaze of glory with trum¬ 
pets and fireworks. Super Pang 
however has just sort of crept in, 
with little or no fuss at all. 

The game is the follow up to 
Capcom’s own smash hit arcade game 
(although it was distributed over here by 
Mitchell Corp). 

The sequel follows exactly the same 
mould as the original Pang as you wander 
around the world busting bubbles. Quite 
what these bubbles are actually doing is 
never explained, but you bust them any¬ 
way. The game looks like a top treat and 
we’ll bring you a full and in depth review 
in the very next issue. 


Above right: 

The rozzers have final¬ 
ly caught up with you 

and it looks like 
your're heading for a 
few years in porridge 
my old son. It pays to 
keep an eye on your 
radar detector. 

Above middle: 
Screaming down the 
highway at quite stu¬ 
pidly high speed, you 
discover a double haz¬ 
ard. One truck head¬ 
ing straight towards 
you and another, 
loaded with timber, 
blocking the road in 

front of you. 












































6 Mercury Way 
Leighton Buzzard 
Beds, LU7 BUZ 
Tel: 0525 852934 
Fax: 0525 853618 
Mon-Sat 9.30am-8pm 
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Unit 17 In Shops 
Epsom Market Hall 
High Street, Epsom 
Surrey, KT19 8TX 
Tel: 0372 744465 
Fax: 0372 744465 
Tue-Sat 9am-5.30pm 



IMPORT MEGADRIVE 

£109. 

UK MEGADRIVE WITH 
SONIC £ 124.99 
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MEGA DRIVE UK/US 
SPECIAL OFFERS 


ARCH RIVALS. 

- BATMAN. 

BLOCKOUT. 

CROSSFIRE. 

DECAP ATTACK. 

FATAL REWIND. 

GHOULS 'N' GHOSTS. 

GOLDEN AXE. 

JB DOUGLAS BOXING 

DESERT STRIKE. 

EA HOCKEY. 

F22 INTERCEPTOR. 

IMMORTAL. 

JOHN MADDEN 92. 

JORDAN V BIRD. 

MERCS. 

PGA TOUR GOLF. 

POPULOUS. 

REVENGE OF SHINOBI 

ROAD RASH. 

ROBOCOD. 

SUPER MONACO GP.. 

SUPER OFF ROAD. 

SYD OF VALIS. 


29.99 

29.99 

24.99 

19.99 

24.99 
24.99 
24.99 
24.99 

24.99 

29.99 
29.99 
29.99 
29.99 
29.99 

29.99 

24.99 

29.99 

24.99 

24.99 

29.99 

29.99 

24.99 

29.99 
29.99 


JAPANESE 

MEGA DRIVE OFFERS 

UK/JAP ADAPTOR. 

BARE KNUCKLE. 

DICK TRACY. 

ESWAT. 

GOLDEN AXE 2. 

IGYNOUG. 

SHELLFIRE. 

NEW ZEALAND STORY. 

MAGICAL HAT. 

QUACKSHOT (DONALD DUCK). 

SENNA SUPER MONACO. 

SPIDERMAN. 

WAN I WAN I WORLD. 
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..8.99 

22.99 

14.99 

19.99 

24.99 

14.99 

16.99 

24.99 

14.99 




MEGA DRIVE UK/US 
NEW RELEASES 

ALIEN 3.CALL 

ATOMIC RUNNER.34.99 

BULLS VS LAKERS.36.99 

CHUCK ROCK.36.99 

DRAGONS FURY.34.99 

EVANDER HOLYFIELDS.34.99 

KRUSTYS FUNHOUSE.34.99 

LEMMINGS.CALL 

OLYMPIC GOLD.34.99 

SIMPSONS (SPACE MUTANTS).34.99 

SPLATTERHOUSE 2.34.99 

TAZMANIA.34.99 

TERMINATOR.36.99 


MORE GREAT 
UK/US MEGA DRIVE 

ALISIA DRAGOON.34.99 

BUCK ROGERS.34.99 

CALIFORNIA GAMES.34.99 

CARMEN SANDIEGO.34.99 

DAVID ROBINSONS.34.99 

DONALD DUCK (OUACKSHOT).34.99 

FIGHTING MASTER.34.99 

JOE MONTANA 2.34.99 


ADVENTURE ISLAND.39.99 

ARCANA.39.99 

ADDAMS FAMILY.39.99 

BILL LAMBEERS.24.99 

BATTLETANK.39.99 

CASTLEVANIA4.37.99 

CONTRA 3.39.99 

DRAKKEN.39.99 

F-ZERO.36.99 

FINAL FIGHT.39.99 

GRADIUS 3.36.99 

JACK NICKLAUS GOLF.39.99 

JOHN MADDEN FOOTBALL.39.99 

JOE AND MAC.39.99 

KRUSTYS FUNHOUSE.39.99 

LAGOON.39.99 

LEMMINGS.39.99 

MYSTICAL NINJA.39.99 

PEBBLE BEACH GOLF.39.99 

PGA TOUR GOLF.39.99 

PITFIGHTER.36.99 

POPULOUS.24.99 

RIVAL TURF.39.99 

ROCKETEER.39.99' 

SIM CITY.36.99 

SMASH TV.39.99 

SUPER R-TYPE.36.99 


MICKEY MOUSE.34.99 ISUPER TENNIS.36.99 


KID CHAMELEON.34.99 

MARBLE MADNESS.29.99 


STREETFIGHTER 2.49.99 

SUPER OFF ROAD.39.99 


PITFIGHTER 34.99 ISUPER SOCCER.-.36.99 

RDI I IMR THI IMnFR 9 .^^4 QQ I SOCCER CHAMP.39.99 

SHINING IN DARKNEss:::;::;:::;:::::::::::;::39:99 Isuper ghouls'N'ghosts.. 39.99 

TOP GEAR.39.99 

TURTLES IN TIME.c.39.99 

UN SQUADRON.39.99 

WWF WRESTLEMANIA.37.99 

JAPANESE FAMICOM TITLES 

AREA 88 . 29.99 

ADVENTURE ISLAND . 29.99 

SUPER ALESTE . 44.99 

FI EXHAUST HEAT . 44.99 

PARODIUS DA . 39.99 

HOOK . 39.99 

PRINCE OF PERSIA . 39.99 

TOP RACER . 29.99 


RBI 3 BASEBALL.34.99 

STEEL EMPIRE.34.99 

STARFLIGHT.34.99 

TEST DRIVE 2.29.99 

TOEJAM & EARL.34.99 

TWO CRUDE DUDES.34.99 

WARDNER.19.99 

W0NDERB0Y5.34.99 


MEGA DRIVE ACCESSORIES 


19.99 ItURBO JOYPAD.9.99 

29.991 UK/JAP ADAPTOR.8.99 

19.991 CLUSTER STICK.29.99 

14.991 POWER BASE CONVERTER.27.99 




». « ' - . » 


. d x . ' / '■ / 

— * ♦ ‘y, A . 


MAIL ORDER HOTLINE I MAIL ORDER HOTLINE 
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0372 744465 


0525 852934 



ORDER COUPON 


Please make cheques and Postal Orders 
payable to the appropriate shop name above. 




VISA 








Name 
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ress 
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TRADE 
ENQUIRIES 
WELCOME 

NINTENDO TITLES T©l* 0523 852934 

Part exchange your old titles for new games or cash now!!! 







Visa/Access No 


& 0372 744465 
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Postcode 


Exp Date 


Cost 


Total 
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MILTON KEYNES MARKET (TUES & SATS) AND FINMERE MARKET 


GAMES ALWAYS 


POST& PACKING ON ALL GAMES 





































































































































































































































lilGLCornG to the most 
accurate, informative and incredibly groovy 
review section you'// ever read. Every month 
we*n bring you the best games and the 
biggest names in Super NES software. No 
bull, no fuss and no Jazz. We play the games 
and tell you exactly what we think. Forty or 
fifty quid is a lot of dosh to spend on one 
game and we bear that in mind. 

sonics 

If music be the food of love, does this game give 
you the horn? We check out the quality of the 
music and the sound effects. It’s no good having 
a Kylie remix in the background when you’re 
trying to defeat the Prince of Darkness. 

GamePLaiJ 

Perhaps the most important rating of all. Is 
the game fluid, is it easy to get to grips with 
and most of all, is it fun? 

GRaPHICS 

We look at the quality of art, the fluidity of 
animation and the atmosphere they create. Is 
this game a work of art, or a tragic accident 
with a turd and some lego? 


THE Rarincs 

To review a game fairly, we have to look at 
every aspect, from graphics to value for money. 
Will you be playing this in three month’s time 
or will you consign it to the bin after half an 
hour? The individual ratings are totted up at 
the end to give you an overall rating. 


LaSTaBILITU 

OK, so the game’s really good fun, but is it too 
easy, or will you get bored quickly? If you’re 

V 

going to spend nigh on 50 beer vouchers for a 
bit of plastic, then you’d better be bloody well 
playing it in a month’s time. Don’t waste that 
dosh let us check it out for you. 


OI/ERaLL 


At a glance, the definitive mark for the overall 
appeal of the game. A combination of graphics, 
sound gameplay and lastability make up this 
mark but it’s not all maths. If a game plays 
better than anything else ever but looks a bit 
poor (it happens, look at Tetris), then we rate 
it highly anyway. 

As a guide to the basic principle of this system, 
check out these examples of overall 
percentages; 

0-20% Imagine putting your hand in your 
pocket and discovering that what you thought 
was a yummy chocolate bar is actually a 
festering bum egg. That’s how you’d feel if you 
bought this game. 

30-50% Very poor indeed. Lacking in all 

departments and just generally looking a bit 


crap. You wouldn’t want to spend your hard 
earned moolah on poop like this. 

50-70% Reasonable, reasonable, but we 

suggest that you think long and hard before 
shelling out dosh on it. If you loved the movie 
or the arcade original, then you might just 
be persuaded. 

70-90% Reasonably smart, bordering on 

fabby. You won’t go far wrong buying this one 
- top graphics top sounds and even playability. 

90-100% Nothing gets 100%, but anything 

above 90 is incredibly good. If it scores over 
90, stop what you’re doing and nip down the 
shop and buy it. Mind you when you get there, 
they’ll probably have sold out. Everything that 
scores over 90% wins our ultimate accolade, 
the Super Action Superstar! 


FRariK 



Simon BRao 


When he’s not relaxing under his bath with a 
lovely lady, this one-time CVG man can be 
found reclining in the coal cellar with a Super 
NES and a copy of Super Mario World. Frank is 
ace at shoot 'em ups and platform games but 
confesses that he's very poor indeed when it 
comes to algebra. 


Simon can often be found playing Top Gear on 
his Super NES, but you’re more likely to find 
him wandering around Stockport with a dazed 
expression and narrating his weirdo theories to 
anyone who’ll listen. He’s also a top class 
dreamboat, as you can see in this, his 
promotional picture. 


He’s mad, he’s bad, his name is Brad. Top lad 
Brad reckons that Parodius is a top treat 
because you get to fly around in a Penguin and 
a Chicken/Crab combination. “It’s what I’ve 
always wanted to do”, he explains in a very 
strange voice. Still, he’s always been a tad 
wayward has the Salford soul boy. 
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Nintendo’, NFS’. ‘Super NES’ and ‘Game Boy’ are trademarks of Nintendo of America Inc. All screen shots are copyright of Nintendo of America Irx:. All trademarks and copyrights are recognised. 




H undreds of years from now, in a peaceful and 

prosperous future, a dark force will visit Earth. 
People, apathetic and passive after years of peace, 
can do little to defend their planet. Twisted mutant alien 
space weirdos are here and it’s time to call up the last 
hope...Probotectors. 

These cybernetic war machines are possessed of incredible 
athletic powers. Not only that, they’re armed to the teeth as well. 
These guys kick ass! And luckily, two remain and must infiltrate the 
enemy starship to destroy it utterly. 

It won’t be easy as the alien technology is far in advance of our 
own. Two robots against an army of thousands, but with cunning, 
skill and an awesome array of firepower, they might just 
succeed. It’s up to you, the fate of the planet lies in the hands of 
the Probotectors. 
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lueapon 


ujonoeR! 


The Probotectors have an incredible 


array of weaponry at their disposal and 


using this correctly is the key to success. 


Each droid can carry two weapons at 


once, switching between them at the 


press of a button. If you die, you lose the 


weapon you were using at the time. 


The weapons have different charac¬ 


teristics, some powerful, some not so 


powerful. First up is the machine gun. A 


good all rounder but nothing to write 


home about. There’s also a spread gun. 


firing off rounds of molten death in a 


wide wave. 


Homing missiles are very useful and 


track baddies no matter where they are 


on the screen. Lasers are slow to charge 


but have incredible power, destroying 


even the largest baddies with little effort. 


Standard missiles are a better compro¬ 


mise and cause great damage while 


retaining rapid fire. Force shields allow 


you to take two hits with no damage and 


smart bombs expand in a massive 


destructive arc. 
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This wall climbing fiend 


will try his best to crush 


? 




you against the ladder. 




but aood timing and a lot 


■3 






CONTRA CONFUSION 


Many of you will recognise this game as 


the British version of Contra Spirit, the 


nigh-on identical Japanese game. Contra 


Spirit is the third game in a series that 


started in the arcades about five years ago 


with a game called Gryzor. This frst game 


appeared on the NES as Probotector, 


hence Super Probotector in this country. 


The Rambo type sprites of the first 


game were replaced with robots and this 


is the case in the sequel too. The graphics, 


music and gameplay are all exactly the 


same, the only difference is the main char¬ 


acter sprites. Fans may also like to check 


out an arcade game called Super Contra 


which is very similar to Probotector and 


very smart indeed. 
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of firepower should get 






you to the top. 
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my BicycLe 


Bumping off vile alien vermin can be tir¬ 


ing work and so it’s lucky that one of the 


later levels gives you the chance to rest 


your weary legs. You leap aboard a hov¬ 


ering motorcycle (like the speeder bikes 


from Return of the Jedi) and blaze away 



through a very long and very difficult 


level. While you’re on the bike, all the 


trouble comes from above and you have 


to blast your way through hordes of 


parachuting alien scum. 


You can leap above the bike and it 


will follow your progress so that you 


don’t land on the tarmac at SOOmph. 


Using your gun can be tricky at this point 


because the bike moves at the same time 


as your weapon 


Once mastered though, it’s an exhil- 


irating high speed thrill and one of the 


most enjoyable parts of the game 


must for greaser geeks. 
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You find yourself in the 
spotlight as a twisted 
alien space fiend tries 
to cut short your 
adventure with a few 
well-placed grenades! 








Contra/Gryzor games and 
Super Probotector on the 5NES 
is easily the best of the bunch. Everything about it reeks of 
quality, from the spectacular intro to the varied gameplay. The 
graphics are always impressive and at times, truly spectacular. 

The music is brilliant, 
with a nice mixture of 
metallic guitars and big 
orchestral pieces. The 
sampled grunts and 
screams add to the 
proceedings and the 


GRAPHICS..m 

AMEPLAV_m 

ASTABILI1V 
UERAU_90X 


overall effect is a sonic 
feast. The gameplay 
is classic platform 
blasting with difficult 
puzzles and amazing 
obstacles. The addition of the sub levels, Jike the mode seven 
screens and the speeder bike sections give this game depth and 
variety that are missing from others in the genre. An incredible 
title and easily one of the top ten essential purchases on the 
Super NES. There are other games of this type but only Super 
Ghouls 'n' Ghosts presents any real challenge. Get it, you 

needit. Fr^RK O’CORnOR 
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The SNES’ most impressive feature is the spectacular mode seven. 
This graphics mode allows the SNES to rotate, shrink and expand 
backgrounds at high speed and has been used previously in games 
like F Zero and Pilotwings. 

Mode seven has been used to good effect here and in two of 
the game’s levels you find yourself looking at the proceedings from 
a bird’s eye perspective. You can rotate the screen by using the L 

and R pads on the top of the 
SNES controllers. There are 
alien fiends to blast, mazes 
to navigate and precarious 
bridges to cross. Rather than 
being a gimmicky addition, 
these levels are an enjoyable, 
essential part of the game 
and a visual treat to boot. 


You want big end of level bosses? Super 
Probotector delivers. Massive pulsating 
aliens, giant laser firing machines and 
filthy, oozing alien scum. As usual, all 
these varmints have a weak point and 
you have to find it and exploit it. 

The first few bosses are no prob¬ 
lem, shoot them in the centre and off 
they trot to that great end of level in the 
sky. Later on though, things get a little 
more complex and you’ll spend ages just 
figuring out how to get 
the damned things. 

The alien abilities 
change depending on 
which level of difficulty 
you choose and this 
also gives a different 
ending to the game. 

The final boss is a sissy 
on easy level but 
choose hard and 
you’re in for a very 
nasty surprise. 





































































































h lyes, i know Aguri Suzuki, he’s that famous 
Japanese racing car driver who’s named after a 
motorbike and adorns the box cover of the game 
he endorsed. Weil actually I’ve never heard of him before 
and no matter what you say he’s no Nigel Mansell. 

He must be pretty proficient though, as nearly every time I 
raced against him he left me choking on his exhaust fumes. In this 
run of the mill racing car game the single player option pits you 
against this Shinto track spirit, and it can be pretty dispiriting when 
all that you do is turn the ignition key, get your car rolling and get 

trounced immedi¬ 
ately. Still, the fun 
comes when you 
start getting better 
at the game and 
close in on Suzuki. I 
never really beat 
him fairly though, I 
always resorted to 
kicking him off the 
track, not really fair 
but lots of fun. 



There are a whole host 
of menu screens in the 
game that allow you 
to pick your course 
and so on.. .along with 
this one that lets you 
jazz up your car. 
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An open road, 
clear skies and 
a car that 
goes like a 
sneeze. This 
could well be 
heaven, it just 
lacks free beer. 
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Hey GOOD 
LOOKin* 

The look of F-1 Super Racing is passa 
You’ve got your parallax effect al^ 
difficult to appreciate as you h 
around the track. The screen is li 
with relevant information, and ev 
seconds the incredibly twisted 
arrow flashes up to reveal not s 
the lie of the land as to convey 
the fact that your car is about to 
off the track. 

The graphics add to the 
but unfortunately as with many asp^ 
of the game they are not of 
showstoppingly good quality that 
have come to expect from the Super 
NES. I always think it a pity when game 
designers fail to exploit what is available 
on this machine. 
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The two player 
option gets the 
tension up, with 
the ability to 
scupper your 
pal’s progress 
by forcing him 
off the road. 


.vV ' 1 ' 


rm in cortrol 

The control method gives you all the 
regular features that are usually included 
on Racing Games. There’s the accelera¬ 
tor, the brake, the steering and the L 
and R keys are the gears, all pretty 
straightforward. 

However, when you’re travelling at 
360 kph, steering into a left hand hairpin 
out of a right hand corner, desperately 
trying to brake and go from fourth to 
third gear as well as have a slurp of cold 


coffee.and as you can imagine, plaster of 
Paris may well become be this season’s 
latest accessory. 

Thanks to the speed of the game, 
getting a grip of the control method is 
one of the first things that you must 
achieve. Unfortunately this is one of 
those times when your keypad turns 
from a trusty servant, that allows you to 
hack and slash 50 monsters at once, to a 
grinning demon who gets your fingers 
interwoven and your car in the crowd. 










T his is not F-Zero and it 

shows, though it does have 
the one thing that F-Zero 
needed more than anything: - the two 
player option which enlivens any game. 

Unfortunately I couldn't get anyone in the office to play with me on this particu¬ 
lar game. Much time is needed to learn how to control your car and this problem 
is compounded by the fact that the ' 


car appears to flip from one side of 
the track to another as the steering 
reveals its complete lack of 
subtlety. The sound as well made 
me quite unpopular when I was 
playing. I'm afraid it’s sad but true: 
Aguri Suzuki F-l Super Racing 
sounds like someone Juggling with a 
bag of chisels. There is a lack of 
good, two player racing car games 
out there with the exception of the 
fabby Top Gear, a game which kept 
me glued to the screen far longer 
than this but for different reasons. 
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VISA 







NINTENDO 




Turtle in Time IV £44 


Addams Family 
Actraiser 
Castle Vania IV 
Contra III 
Extra Innings 
Final Fight 
F1 Exhaust Heat 
George Foreman Boxing 
Ghouls N Ghosts 
Joe & Mac 
Lemmings 
Mystical Ninja 
Magic Sword 
PGA Tour Golf 
Super Adventure Island 
Super Battle Tank 
Super Bowling 
Super Soccer Champ 
Sim City 

Spiderman/X Men 


£43 

£43 

£40 

£40 

£40 

£38 

£43 

£41 

£41 

£38 

£40 

£41 

£43 

£41 

£40 

£43 

£43 

£42 

£38 

£41 


Smash TV 
Rival Turf 
Robocop 3 
Top Gear 
Thunder Spirits 
Toxic Crusaders 
UN Squadron 
Wheel of Fortune 
WWF Wrestling 
Zeida III 
Dragons Lair 
Faceball 2000 
Parodius 
Super Aleste 
Super Siam Dunk 
Universal Soldier 


£38 

£41 

£43 

£40 

£40 

£45 

£41 

£42 

£40 

£43 

Call 

Call 

Call 

Call 

Call 

Cali 


SPECIAL 

True Golf Classics 
Vol 2 Pebble Beach 



£36 

£36 


UK TO USA/JAP ADAPTOR £20 
USA TO JAP ADAPTOR £14 


Vol 2 Whale Country Club 


£36 


HARDWARE 


ALL 
OFFICIAL U.K 

SNES + 2 CONTROL PADS 


ALL GAMES USA UNLESS STATED 


GAMEBOY 


PSU + GAME 


£144.95 


GAMEBOY + GAME + HEAD 


PHONES 

GAMEGEAR + PSU 
GAME 


£65.00 


£119.00 Paperboy il 

Pitfighter 


Bart Vs Juggernaught 
Batman Return of the Joker 

Battle T oads 
Blues Brothers 
Double Dragon III 
DR Franken 
Faceball 2000 
George Foreman Boxing 
Hook 

Jeep 


TEL: 081 503 5875 
FAX: 081 471 4537 


Prophecy Viking Chiid 
Prince of Persia 
Spiderman ii 
Terminator ii 
Tiny Toons 
WWF Superstars Ii 
Yoshi 
Ferrari 


£21.00 
£ 21.00 
£19.00 
£24.00 
£21.00 
£24.50 
£24.00 
£21.00 
£ 20.00 
£24.00 
£24.50 
£24.50 
£21.00 
£21.00 
£21.00 
£24.00 
£21.00 
£21.00 
£18.00 
£21.00 


WANT CALL!!! 





Access 


GAME 




Super Smash TV 
Spiderman 

George Foreman Boxing 

Chase HQ 

Axe Battier 

Aiien 3 

Monaco GPII 


£26 

£26 

£26 

£21 

£18 

Call 

Call 



Simpsons Space Mutants Call 


Terminator 


Call 
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EITHER 

OR 


1 .. .CALL ON 081-471 4810 

2.. ..FILLTHIS IN 


NAME Mr/Mrs/Miss 
ADDRESS 


GAME 

PRICE 

P&P 

TOTAL 













GRAND TOTAL £ 



POSTCODE 
PHONE 


C/CARD 
EXPIRY DATE 
SIGNATURE 




Please make < 
Send order to 


heqi 

ZO 


ues & Postal Orders out to ZONETEC LTD 

NETEC LTD. DEVER HOUSE, 764 BARKING ROAD, LONDON 
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T he land of Eleman has been thrown into turmoil 

ever since a coup was launched by the King’s 
personal magician, Galneon. King Wagnnall was 
killed in the conflict and since then, neither of his two 
daughters have been seen or heard of and the evil wizard 



has ascended to the throne. 

Rooks, the main character of the game has taken it upon 


PEaRL HaRBOUR 


There are several primary characters, 


himself to restore order to the land and find the former King’s 


who when approached in the right 


daughters (if they are still alive). You see, Rooks is the land’s last manner will aid you in your quest. The 



rm TURRinc 

Japanese 

The characters within the game have the 
same graphic style of many other SNES 
games, complete with oversize eyes and 
small noses. The artwork is obviously in 
the Japanese style we all know and love. 
The actual in-game graphics are superb, 
with some fast update routines and this 
is most apparent when you enter the 
first dungeon area. 

All of the dungeon scenes within 
the game are viewed in first person per¬ 
spective and add that little bit extra to 
the dark atmosphere of the game. 



help they will offer varies from physical 
assistance to simple advice. These allies 

are essential to your quest, 
so make sure you don’t do 
anything to upset them. As 
you play it’ll become appar¬ 
ent that even close friends 
can be converted to the 
way of evil. The most 
important friendly face in 
the game is that of the 
mysterious sorcerer, who 
guards the crystal sword, 
the only weapon in the 
land powerful enough to 
defeat the self appointed 
king...or is it? 


hope of because he is the last remaining acolyte of the powerful 
magic art of Card Mastery. 




What secrets lie beyon^i the 
city gate. Well there’s only 
one way to find out, what 
are you waiting for. 




rT6ico*rrfc4i. 




This rather smart looking 
woman can supply you with ^ 
many healing potions as you 
can afford. 


lot of people are still saying the 
SNES just for mindless 
^^^kbeatlshoot ’em ups, even if that 
was the so what? seems to me that 
a lot of people, computer owners especially, are 

scared that consoles may take the limelight of their sad 5I2K machines. Well 
Arcana certainly breaks the mould and is anything but mindless, only through a 

combination of brains and brawn will it be possible'to defeat the traitor. The 

* 

graphics 


PLay youR 

CaRDS RIGHT 

Card mastery is an ancient art which 
takes years of training, the mystical 
powers can only be harnessed by a set 
of cards which, when shuffled in certain 
order, release all sorts of weird magic. 
Used correctly, they could be the 
difference between success and failure. 

Rooks’ teacher and father were 
killed while Rooks was still a young child 
and his knowledge of card mastery was 
far from complete and Rooks, relying 
on what little he knows, through trial 
and error struggles to master the art of 
the cards before it’s too late. 


can 

dungeon master. This is not the best RPC in the world, but under no circum¬ 
stances is it the worst. If you don't fancy this one, then you could do a lot worse 
than try something like Legend of Zelda or even Final Fantasy IV. A treat for 

dungeon fans though. BrSD BuRTOR 
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CREDIT CARD HOTLINE (0532) 500445 


265 SELBY ROAD, HALTON SHOPPING CENTRE, HALTON, LEEDS. LSI 5 7JR 


SUPER NINTENDO TITLES ALL AT £44.99 (US Versl 

NEW RELEASES !! 

Phalanx (£44.99 Jap) Parodius (Jap) 

Super Pang (£44.99 Jap) Turtles IV (Jap) 

Hook (Jap) Dino Wars (Jap) 

Golden Fighter (Jap £49.99) Prince of Persia (Jap) 

King of the Monsters (Jap) Streetfighter 2 (59.99) 

TOP SELLERS !! 


Actraiser 
Addams Family 
Adventure Island 
Arcana 

Area 88/UN Squadron 
Baseball Sim. 1000 
Bill Laimbeers Basketball 
Castlevania 4 
Caveman Ninja 
Chessmaster 
Dimension Force 
Darius Twin 
Drakken 
E.D.F. 

F-Zero (£34.99) 

FI Exhaust Heat (jap) 
Final Fantasy 2 (£49.99) 
Ghouls 'n' Ghosts 


Gradius 


04.99 


Hole In One Golf 
Home Alone 
jack Nicklaus Golf 
john Madden Football 
Krustys Fun house 
Lagoon 
Lemmings 
Magic Sword (Jap) 
Mystical Ninja 
Paperboy 2 
Pebble Beach 
PGA Tour Golf 
Pilotwings 
Pitfighter 
Populous 
Rival Turf 
Rocketeer 

Romance of 3 Kingdoms 

RPM Racin 


Sim City (04.99) 
Super Battletank 
Super Bases Loaded 
Super Contra 3 
Super Offroad Racer 
Super R-Type 
Super Smash TV 
Super Soccer (£34.99) 
Super Soccer Champ(£44.99) 
Super Tennis (04.99) 
Thunder Spirits (£39.99) 

Top Gear 

True Golf Classics (04.99) 
Wanderers from Y's 
World League Soccer 
WWF Wrestlemania 
Zelda 


US/JAP 


(Allows 


to be used on UK 8-bit NES System) 
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SPECIAL OFFERS 

rhe following Japanesf 

Famicom titles are 

available to order and 

are £29.99 each!! 

(+£1.50 P&P) 

Top Racer 
WWF 
Populous 
Musya 


OFFICIAL UK SUPER 
NINTENDO SYSTEM 
Includes 2 control pads and 
Super Mario World game only 

£139.99 

Version also available with UK-US/JAP 
convertor plus a game of your choice 
(up to £44.99) - Only £194.99 (Plus P&P) 

Please add P&P at 
ttie following rates: 

Games £1.50 
Peripherals £3 


Ghouls 'n* 
Formation 
Super Cup 
Castlev; 

Hole In One 
Super Smash TV 

Gradius 
Super Tennis 
Lemmings 

16 Meg Streetfighter 2 (Jap 
version) plus UK-Jap Adaptor 


£74.99 (+2 P&P) 


NEW 


CALL FOR LATEST 



SNES + MARIO . 149.99 

UK/USA/JAP ADAPTOR . FROM 9.99 

PAL/SCART ADAPTOR . 29.99 

QUICKSHOT JOYPAD . 14.99 

ASCII JOYPAD . 19.99 

FANTASTICK . 29.99 

JB KING JOYSTICK . 59.99 

SUPERSCOPE 6 . 49.99 

STEREO PRE-AMP SPEAKERS ..39.99 


PEBBLE BEACH GOLF 

FINAL FANTASY 2. 

ACTRAISER. 

UN SQUADRON. 

CASTLEVANIA IV. 

WWF. 

LAGOON. 

SMASH TV. 

ADDAMS FAMILY. 

JOE & MAC. 

SUPER OFF-ROAD. 

ROCKETEER. 

CHESSMASTER. 

LEMMINGS. 

PITFIGHTER. 

ADV. ISLAND. 

HOME ALONE. 

JOHN MADDEN. 

b.FORCE. 


STREETFIGHTER 2. 

ZELDA III. 

PILOTWINGS. 

FINAL FIGHT. 

CONTRA III. 

TOP GEAR. 

SPACE FOOTBALL. 

PGA TOUR GOLF. 

BATTLETANK. 

F-ZERO. 

SUPER TENNIS. 

SUPER SOCCER. 

GHOULS'N'GHOSTS. 

PLAY ACTION FOOTBALL 

THE SIMPSONS. 

KRUSTYS FUNHOUSE. 

MYSTICAL NINJA. 

SIM CITY. 

JACK NICKLAUS GOLF.... 


TURTLES IV. 

PARODIUS. 

PRINCE OF PERSIA.. 

SUPER BOWLING. 

CAMELTRY. 

HOOK. 

KING OF MONSTERS 

FI CIRCUS. 

FI SUPER DRIVING.. 

PIPE DREAM. 

SPIN DIZZY WORLD . 
SUPER MARIO KART 

PHALANX. 

SUPER PANG. 

CYBER POLICE. 

GOLDEN FIGHTER.... 
FI-EXHAUST HEAT... 

FINAL FIGHT GUY. 

SUPER DUNKSHOT.. 


XARDION (JAP).25.00 

BATTLE BLAZE (JAP).30.00 

R-TYPE (JAP).25.00 

SPANKEYS QUEST (JAP).30.00 

RUSHING BEAT (JAP).30.00 

S. BASEBALL (JAP).30.00 

FIRE PRO WRESTLING (JAP).25.00 

WWF (JAP).30.00 

CASTLEVANIA (JAP)..35.00 


■■■I 870 WIMBORNE ROAD, BOURNEMOUTH, BFIWBfR 

PLEASE PHONE OR SEND S.A.E. FOR FULL LIST OF GAMES. WE ALSO HAVE A LARGE SELECTION OF USED 

STOCK. ALL GAME PRICES INCLUDE 1st CLASS POSTAGE PLEASE ADD E6 FOR ALL CONSOLEa 

ALL CREDIT CARD ORDERS SENT SAME DAY. 


527314 























































































































Nintendo, ‘NES’, ‘Super NES’ and ‘Game Boy’ are trademarks of Nintendo of America Inc. All screen shots are copyright of Nintendo of America Inc. All trademarks and copyrights are recognised. 
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hose green-skinned Ninja freaks are back and this 
time they mean business. The Turtles who were 
unintentionally evolved from ordinary amphibians 
by nuclear goop, have been taken under the wing of a simi¬ 
larly mutated Ninja rat called Splinter. 

Splinter has taught the turtles everything there is to know 
about the ancient art of Ninjitsu and has created four of the most 
awesome warriors the world has ever seen. Konami have taken the 
coin-op of the same name and put it straight onto the SNES with 
knobs on. The Turtles have a problem and his name is Shredder. 

The nasty ninja has kidnapped the Turtle’s best girl, April 
O’Neill. It’s up to the Turtles to get her back in one piece. Along 
the way they’ll have to battle Shredder’s evil Foot Clan hordes, 
twisted henchmen and all manner of bizarre robot creatures. On 
your side you have the best Ninja skills and weapons, a few skate¬ 
boards, some gnarly threads and best of 
all. Turtle Power! 
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The Turtles are for some bizarre reason 
named after famous Italian artists and 
they each have a different character and 
ability. Michaelangelo uses Nunchaku, 
Raphael uses Sai, Donatello uses a great 
big stick and Leonardo favours a sword. 
There are advantages to using each 
Turtle although their fighting powers are 
all but identical. 

Donatello for example has a longer 
reach while Raphael fights quickly. It all 
comes down to which Turtle you prefer. 
None of them are particularly handsome 
though and the only real difference is the 
colour of their headbands. 






A turtle ^ets fried ae 
the giant Krang uses 
laser vision. He follows 
your progress across 
most of the first level. 
Jump to avoid his blasts. 



TURTLE mama! 

The Turtles are the creation of Eastman 
and Laird, a couple of severely spaced 
out comic book artists. Far from being 
cute cartoon characters, the original 
Turtles stories were packed full of 
surreal violence and strange plots. 

When the comics took off in the 
States, the Turtles were transformed 
into a kids TV series and most of the 
original concept was lost. 

The original Turtles arcade machine 
was a massive success, turning up just in 
time to catch the last wave of 
Turtlemania. Some would argue that the 
NES became a success in this country 
because it came bundled with an earlier 
Konami Turtles game. Although 
the green-skinned heroes have slipped 
rapidly into obscurity, there’s still a 
big pile of cash to be made from them 
and there probably will be for years to 
come. Cowabunga. 


























































f never much liked the Turtles cartoon 
series, but the comics and the movie 
were a good laugh so I kind of looked 
forward to seeing this. Konami seldom 


action on most levels is amazing fuh, if 
a little repetitive, but the flying levels 
and sheer variety of haddies more 
than make up for it. Graphically, the 
combination of spectacular back- 

•r 

grounds and brilliantly animated 
sprites is a visual treat, while the 
music and sampled speech give your 
ears a feast of tunes and screams to 
tuck into. Turtles fans will go 
absolutely apespit for this game, wjiile 
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The ecaWm effect \e 


ueed well here ae you 


chuck a \?ada\e 


straight through the 


screen. You car\ use 




this technique to 




bump off baddies. 
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tion. Turtles in Time is a class one,^rade A, top 

level coin-op conversion with more levels and slightly better graphics than the 
arcade machine it’s based on. The 




your stanaara arooiing oeai em up ^ 
fan should be twitching nervously in anticipation. It’s a huge game with masses of 
big levels and as long as you play it on riormal or difficult skill levels, you’ll be in 
for a massive and long lasting challenge. A real winner and an essential purchase. 


O’ConnoR 


A crazed helmet-wearing 
critter comes for you 
and he really means busi¬ 
ness. If only you'd worn 
rubber pants! 


F-Z€RO HEROGS 

One of the smartest sections in Turtles in Time is the F-Zero style 
race. Here, the Turtles board a hovering surfboard and zoom across 
a 3-D landscape, leaping chasms and battling Shredder’s evil min¬ 
ions. This section is a game in itself and learning to handle the magi¬ 
cal surfboard is a real task. 

As you jump, the board follows you so there’s no chance of 
falling off. However, aerial attacks from sword wielding baddies are 
a bit of a problem. If you do manage to reach the end of this sec¬ 
tion, you’re in for a big surprise. One of the biggest, smartest, most 
horrible baddies you’ll ever encounter is waiting, lasers at the ready. 
It’s a shame really that they didn’t make more of this section. 
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ieing a mutated five-foot amphibian is whirling ball of shell and razor, taking 

'ery difficult work and you don’t half get down baddies with the greatest of ease. 

These pick-ups are few and far 


tired. The thing to do is eat a lot and 
the Turtles’ favourite grub is 
Pizza. You can find this Pizza 
just casually strewn around 
the landscape and scarfing it 
down restores those 
valuable points to your 
energy bar. Even 
better than this 
however, is the abili¬ 
ty to achieve that 
level of consciousness 
between dream 
reality, transcendental 
Turtle Power. A 
mysterious pick- ' 
up turns your 

regular 

T u r 11 e 


between though, so don’t count 
on them turning up at 
crucial moments. 

Gnarly. 


into 
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magine what’d happen if the programming team behind 
Gradius had been under the influence of some of those 
so called love drugs, heaven forbid. How ridiculous would 
Gradius 3 have been, if you controlled a flying octopus or 
even a penguin? 

Yes I know it sounds bizarre. Even worse, how would you feel 
if you invited all your mates around to watch you blow away huge 
metallic robots, and instead a giant cat inside a big wooden ship was 
your adversary. You would be labelled a bit of a girlie, wouldn’t you. 

Well now’s your chance to shock all your friends and get a bad 
reputation. Basically what you’ve got is a little bit of each from some 
of the classic shoot ’em ups from the last couple of years, all rolled 
into one. Instead of ail your enemies being nasty looking mothers, 
your adversaries look cute and fluffy. However don’t be deceived - 
appearances can be misleading and they certainly are in this case. 
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Fly your rockot batwaon 




the giant woman's legs, 


'C_ 


to get on to the next 




hard stage. Warning 


she's not as easy as 


♦ 

T 




%- 


she looks. 


w 


FaLLIRG FOLUL 


Check out the bizarre- 


OF 


yanK 


pussy/ship combination, 


Our octupus- 


One of the toughest baddies in the game 


the first of many tough 


type hero. 


is the giant American chicken (I presume 


yet cuddly baddies you'll 


launches a 


its American because its wearing a stars 


ancountar in tha gama. 


viciouo attack 


and stripes top hat and tails). You’ll find 


on big bird caue- 


Watch 


ing its eyes to 


he flaps his wings about in an effort to 


pop out 


kill you and stay in the air. This funky 


chicken spits out a deadly ripple laser 


and loses lots of feathers, beware 


because these large feathers are not as 


light as normal, and spell death to any 


ship that collides with them. 




Once you’ve mastered how to beat 


the chicken, you’ll be rewarded with a 


superb death sequence. Instead of just 


exploding, it loses all its feathers and 


flaps desperately before falling to its 


death, similar to a scene from a Tom and 



colourful 


backgrounds complement the jolly 


music. However it*s painfully 


Jerry cartoon. 


obvious that this game draws a lot of 


Oh and do you remember the large 


of 


ship from R-type, the one that was over 


f ^radiu 


three screens in size (who could forget it 


features 


Well, it’s 


within this smart cart, such as the option to choose your configuration of fire- 


back and it’s 


power. Even hard-core veterans of this 


cuddlier 


than 


genre will find a massive challenge and 






ever. Instead of a 


rocket booster 




OP 


gle as you fight to destroy the evil, yet 


attached to the 


Strangely cuddly dictator. No doubt g 


back, a big head 


lot of you lovely people will have 




protrudes out of 


bought Gradius and will be wondering 


the rear (crikey) 


spitting death. 




whether its worth shelling out the cash 


for 


afraid 


Who 


make that decision for you. Even 


said this game 


though this game is technically super!- 


wasn’t crazy? 


or to Gradius it's too similar for my 


MrHics_ 

MGS_UIVi 

OMIlEPliW_DR 

tsiMiim._92!;^ 

imiL._ M 

/T, . _ y'i ^ • 


liking. If you've got neither then I'd recommend you check 'em both out. Do you 


like violent metallic robots, or cuddly furr^ pussies? The choice is yours. 


B R a D 


Bur 


o n 


To tell you the truth. 


m not terribly sure 


quite what this 


r 


woman io ouppo^od to 


bo doing, but I'm prot- 


ty eure 1 liko it. 
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ince the dawn of time, man has looked to the skies 
and watched the birds with envy. He has always 
wanted to fly and now in the twentieth century, 
anyone can hop on a plane and take to the air. SNES 
owners have it even better. For a measly forty quid you can 
fly, parachute, glide and soar to your heart’s content in the 
weirdest looking game you’ll ever come across. 

Pilotwings is a flight training school allowing you to try out 
some of the most popular forms of aerial transport. With a different 
instructor for every event, you will be schooled, cajoled and bullied 
into excellence in each one. There’s parachuting, hang-gliding, light 
aircraft flying, jet-pack ranging and even high diving. 

Learn balance, lose your fear of heights and maybe even 
become a penguin in the most outrageous, vertigo inducing, 
downright saucy Super NES game yet. 
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Parachuting is one of the most unusual 
events in Pilotwings and it’s also one of 

the most enjoyable. 
All you have to do. 
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The ground rushes up 
towards you at a fairly 
horrible rate of knots. 




is jump out of an 
aircraft and drift 
gently towards the 
ground. To pick up 
bonus points, you 
can pass your para¬ 
chutist through a 
series of hoops and 
it’s a lot more diffi¬ 
cult than it sounds. 

You have to 
fight against wind 
resistance, balance 
and control the 
weight of your own 
body as you hurtle 
towards the earth at over a hundred 
miles an hour. As you near the ground, 
you’ll see the landing target. Usually 
surrounded by water and very difficult to 
hit, the closer you are to the centre, the 
more points you get. There will usually 
be a moving platform nearby and should 
you land on that, you’ll be in for a top 
secret, top level surprise. 


JUST HanGriG 

aRouno 

Hang-gliding is a very tricky event but it 
does feature the most responsive of all 
the aircraft in the game. The glider soars 
around at a leisurely pace as you try to 
guide it towards the thermals (rising 
currents of warm air). Should you catch 
a thermal properly, you will rise rapidly 
into the air, eventually reaching the 
height your instructor requires. 

Once this level is reached, you have 
to guide the hang-glider back to earth, 
hopefully landing on the runway. 
Although the glider moves quickly, the 
ground rushes towards you at a horrible 
rate and landing is very difficult for the 
first few games. Perseverance reaps 
rewards though, and you’ll soon find 
yourself dropping to the ground gently 
and with no problems at all. 
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A more conventional form of aerial 
transportation is the biplane. This 
handles much as you would expect but it 
can be very difficult to keep control of 
due to the number of aspects that you 
have to keep an eye on. 

Keeping exactly the right speed is 
the most important aspect of flying the 
plane and it can be a real pain, especially 
when you have wind speed and altitude 
to concentrate on as well. 

As you fly, you are required to pass 
cleanly through some more coloured 
rings. Again these give you bonus points, 
but they’re also a very important part of 
gaining your pilot’s licence. 

Coming in to land, you’ll have to 
carefully adjust your speed and altitude 
and coast straight into the runway. The 
slightest twitch, left or right could end 
in disaster. 
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Take a nice line in your 
approach to the runway 
and your accuracy rating 
will be maooively boosted. 
Careful how you navigate 

the rings though. 
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T his was the first SNES game I ever 

saw. My jaw dropped then and it I 
hasn’t lifted since. The graphics 
are absolutely stunning. The sense of depth 
and realism that the mode seven backgrounds 

create is beyond parallel. Every aspect of the game, from the control method to 
the bonus screens has been beautifully thought through and the game simply 


oozes quality. Each event presents a 
new and more engrossing challenge 
with the lure of the finaj mission being 
a brilliant teaser. You will not stop 
playing this game until you’ve 
completed it and that’s no easy task. 
Of all the games available, none show 
off the machine’s capabilities better 
than this. Pilotwings is a work of 
genius and no other console 
simulation comes even remotely close. 
Awesome stuff and possibly the first 
game you should buy after you get 
your SNES. 
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This is what happens 
when you express a lack 
of faith in the laws of 
gravity - and it serves 

you right too. 


















My personal favourite as far as the events go is the Jet Pack 
Although this is the hardest to control, it’s also the most fun. Y 
scoot around the sky, passing through rings, flying over pylons a 

generally having a laugh. 

Because you have full control through 360 degrees, the landing 
target is a lot smaller and more difficult to hit than on the other 
games. You have two kinds of jet, one slow and one fast, and it’s 
almost impossible to complete the task without using both, although 
all the time you must keep an eye on your fuel level. 

There is a secret bonus level to be found 
on this section of the game but you have 
to do the near impossible and land safely 
on a moving platform. 



CHOPPQR 







ssion on Pilotwings is a real change. More arcade 
than the other events, you have to fly a very sensitive 
helicopter around a vast island as gun emplacements launch masses 

of flak and laser fire in your direction. 

Armed with a smart cannon, you can blast these gun 
emplacements to kingdom come, but some of them are well hidden 
in the undergrowth and believe me, you don’t want to get too close 
to the ground. Of course, you have to be a bit special at the game 
to reach this stage in the first place and only top level superheroes 

(like myself) get so far. 
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aptain Hook, the scourge of the seven seas and a saucy sea dog if 
ever there was one. Sworn enemy of Peter Pan and leader of the 
filthiest crew of scurvy ridden pirates in Never Never land. Peter Pan 
was created by J.M. Barrie and was a small boy who never grew old. Apart 
from wearing tights and looking pathetic, Peter Pan was also a brilliant 
swordsman and he could fly without the aid of wings, just a puff of magic 
and a little faith. 

Strange then that they should choose crusty old fogey Robin Williams to play the 
youthful sprite in the Steven Spielberg adaptation of the book The plot has been 


lawyer, he is shocked when Captain Hook returns and kidnaps his children. 
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PICK IT UP FOR 

Fun ano profit! 

Peter Pan might well be trying to save his 
kids, but there’s no reason why he 
shouldn’t make some money while he’s 
at it. As you wander through the various 
levels, you’ll come across some rather 
useful and valuable goodies. 

The swag includes rings, crowns, 
bracelets and necklaces and each item is 
worth between 100 and 10,000 points. 
More useful still are the fruits. There are 
two main kinds, an apple and a cherry. A 
cherry will restore one health point to 


kids and remember who he once was. Learn to fly, to fight, to live and be young...or 
something. So pull on your best tights and show Hook who’s boss. 









_•. « X. - - *jV' ^ 
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Never Never Land is full of fairies. Mermaids too and they 

assist you in your quest to find your children. 

Tinkerbell is always at hand to help you with 
your flying abilities, but far more interesting is 
the completely naked mermaid who lets you 
jump on her head. What a sport! 

The point of this peculiar form of aid is 
to let you jump when you’re swimming in the 
somewhat soupy sea. Exploding gunpowder 
barrels fall from the sky and they’re 

damn near impossible to avoid 
without the mermaid’s help. 


a 


can a 


X 






You’ll also encounter a rather 
dangerous magic tiger. 
This beast has the 
nasty habit of blowing 
magic smoke rings at 
you. Although they don’t kill 
they do turn you into 
stone, if you’re flying at the time 
then you drop like...well, a stone. 


H ook has to be one of the biggest 

movie tradgedies of all time. It 
wasn't very exciting, it wasn t 
very well acted and it wasn't worth five quid of 
anybody's money. Sadly though, the Spielberg name made it one of the highest 
grossing films of the nineties and even now the toys and T-shirts are doing great 
business. The game however is a different matter entirely. Sonyllmagesoft have 
taken the easy option and gone for 
a platform hack 'em up rather than 


the Monkey Island approach used, 
rather unsuccessfully, by Ocean. 

The result is one of the most fluid, 
playable and attractive games 
available on the SNE5. The graphics 

are gorgeous with little detailed 
sprites and some stunning back- 
drops that capture the look and feel 
of the movie perfectly. A brilliant 
version of the original film score 
plays throughout the game and 

although the SNES sound chip is hardly pushed to its limits, it suits the game 
very well. Variety, playability and a vast challenge await you and so far, this is 
the best movie license I've seen on the SNES. Check it out but don't, whatever 


you do, forget your tights. 


O'ConnoR 


FLIGHT OF Fancypanxs 

Peter Pan’s most useful attribute is his ability to fly. Sadly though, at 
the start of the game you have completely forgotten how to do it 
and your early attempts end in gravity-related disaster and broken 
bones. Tinkerbell however pops up from time to time to remind 
you how to do it. 

You forget again quickly though and this is represented by an 
ever decreasing bar, when the meter runs out you fall like a house 
and smash chin first into the ground. Even worse, this always tends 
to happen when you’re floating above spikes. Bummer! 



PAN 


That skull and 
crossbones warns 
of pirate presence 
but there seems to 
be no si^n of the 
scurvy ridden sea 
do^s. 3e prepared 
for battle! 
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Eep! A massive 
double-headed dragon 
leaps from the fiamitig 
conflagration of the 
awesome fire world. 
Shoot its head! 






t’s a long shot, but it's the only shot. Reminiscent of the old Knight rider 
days, this is one of the many games of recent times which pits you 
against massive odds, up a creek without a paddle, hanging off a cliff with 
an itchy bum if you will. Yes indeed, nine BIG levels of laser spitting fun, 
nine BIG secret levels all rolled into one tiny cartridge, amazing. 

They’re back and this time they’re tougher than ever before. After the two 
previous successful Gradius missions the Bacterions have once again plundered and 
pillaged various planets and converted them into well ’ard fortresses. Enough is enough 
and together with the help of a couple of brave pilots you embark on a mission to 
destroy their evil empire once and for ail. 

With a tear, a final wave and a couple of verses of the classic wartime hit “We’ll 
meet again’’, your squadron of viper fighters heads towards the desert planet, where 
the first objective of the mission lies. So keep your wits about you and fly by the seat 
of your pants, silly as that may sound. 


BIG POlilERBaLL 

We all love big weapons, some more 
than others. What a treat this game is 
for all you hard hitting space pilots. At 
the start of the mission your fighter is 
kitted out with a cannon with about the 
same power as a Sega Master System. 

However certain enemies, once 
destroyed, leave behind a flashing jewel 
type thingy (for the purpose of this 
review we’ll call powerballs). These can 
be used to upgrade your current 
weapon. You see, at the start of any 
game you’re given the opportunity to 
choose your prospective weapons for 
when you have enough of the 
aforementioned thingamajigs. 

One of the best offensive weapons 
that can be used is the amazing ripple 
laser, this weapon fires powerful 
expanding circular laser blasts, ace for 
wide attacks. On the defensive front I’ve 
found that the reduce ship size option is 
most effective and even though lots of 
powerballs have to be used it’s a most 
worthy addition (or is that subtraction) 
to your ship. 






maSSIl/6 LGI/ELS 

Your primary mission is to liberate the 
nine planets included in the game from 
the evil alien dudes, who have taken it 
upon themselves to use these planets for 
their own nefarious purposes. 

Each planet has a plethora of nasty 
spaceships and cannon installations, 
some even have deadly moving 
backgrounds. The first couple of planets 
are relatively easy to conquer with 
plenty of chances to gain lots of 
powerballs. These in turn make your life 
heavenly and their life hellish. From this 
point onwards things take a nasty turn as 

you battle for ground in the 


it’s starting to get a bit 
claustrophobic as you 
zoom through a fiery 
tunnel. It wouldn’t be so 
bad if it wasn’t for the 
meteor bombardment. 


classic (Nemesis-esque) Easter 
Island world. 

Suddenly, out of these 


inanimate 


statues 


come 


multicoloured rings that will 
bring death to any pilot foolish 
enough to stray into them. Not 
content with that, later on, 
gigantic lakes of molten lava 
have to be carefully flown 
across if an assault on the 
double headed fire dragon is to 


be successful. 

























































On level one, collect as 
nnany options as possible. 

When you reach the 
baddy at the end of the 
level you’ll find it’s quite 
easy to destroy, once you 
know how. Your best bet 
is to stay as far to the risht 
as possible, then when the 
claws open take a sneaky 
shot at the eye, move up 
and destroy the little 
baddies. Repeat the 
process until she blows. 


If you’re new to the SNES fraternity 
you’ll no doubt have loads of Gradius 
related questions, so let’s see if we can 
clear some of them up. A common 
misconception is that Gradius 3 has two 
prequels, this to a certain extent is true, 
but yet false. Confused? 

Well, if you’re an arcade buff who 
frequents these electronic funhouses, the 
chances are, over the years you’ll have 
played either Nemesis or Salamander - 
both excellent shoot ’em ups. If, on the 
other hand, you went on holiday outside 
Europe the chances are you’d see the 
very same games under the name of 
Gradius one and two respectively, 
spooky eh? 

Also bad news for all SNES owners 
because unfortunately the two previous 
Gradius games are only available to NES 
owners. Still who said it wasn’t tough 
having the best console on the market? 


flaming rocks and 
you have to blast 
or dodge them to 
reach your goal. 


been weaned 


H on the Amiga for 

the 

can’t believe that Gradius 3 kicks 

the life out of every Amiga shoot ’em up on the market. One 
complaint however is sometimes when the screen is packed full 
of enemies, it slows down, but hey don’t forget it’s early days 
yet, if this is one of the newest releases who knows what to 
expect in the near future? The graphics ark superb with tons of 
different enemies, each one with d different attack strategy, 
the sound is just amazing and tal^es advantage of tpe internal 
sound chips — Just listen to that heavy metal guitar. Boil the 

chair, lust buy it. R p? r~» R I I R T O n 


Aargh! It’s the incredible 
Jelly-monster. This thing 
lives in a wibbly-wobbly 
world of its own and you’ll 
have to be very sharp to 
burst its bubble. 
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T he battle to end alt battles. The fight for the 

Streetfighter trophy. If beating seven shades of 
sunlight out of some of the world’s hardest blokes 
is your cup of tea, then you should really check this out. 
Ryu is the hero of the story and naturally the best looking 
bloke in the tournament. 

He won the last Streetfighter tournament and has wandered 
the world since, looking for a fresh challenge. When he discovers 
that the championships will be held in Thailand, he decides to head 
there at once, visiting a few countries on the way to eliminate the 
world’s hardest blokes before they reach Thailand. 

Of course this is easier said than done. The competition is 
much harder this year and some of the fighters possess incredible 
skill. Rumour has it that the competition is being run by an evil and 
mysterious warrior from the lost island of Shadolue. Will Ryu 

triumph? Does he still have the same grit 
determination that won him the first 
trophy? Only you can decide as you 
make your way to Thailand for a return 
match against your old enemy Sagat. But 
Sagat be the final obstacle...? 


The list of characters available runs to 
eight and they are as follows; Ryu, a 
Karateka from Japan, training partner of 
Ken, his American counterpart. Honda, a 
massive Sumo wrestler from Tokyo. 
Chun-Li, a skilled girlie with incredible 
speed from Peking. Blanka, a mutant 
weirdo from Brazil, again famed for his 
impressive speed. 

Zangief, the Russian wrestler, the 
strongest of the bunch but easily the 
slowest. Guile, a fast young American 
soldier - sad hair and a bad attitude. 
Finally there’s Dhalsim, the Yoga master, 
slow in the air but he has incredibly 
stretchy arms. There are other 
Streetfighters, but you can’t control 
them and they all have a bad attitude. 


maac mayHem 

Years of intense training leads fighters to 
perfection in their chosen art, but with 
such perfection comes magic. Each of the 
fighters have at least one special move 
which can only be accessed by trying out 
some fairly tricky joypad moves. Ryu has 
three such moves, he can loose of a 
devastating fireball, a spinning jump kick 
or the awesome Dragon Punch. Ken’s 
moves are exactly the same but his 
throws are better. 

Chun Li can perform the hundred- 
foot kick and the spinning bird kick while 
Zangief has to make do with the amazing 
double larriat. Blanka can electrify him¬ 
self as well as turn himself into a human 
cannonball and Dhalsim can use two dif¬ 
ferent kinds of fireball. 

Guile has the sonic boom and an 
amazing somersault kick. Honda is very 
powerful indeed and can turn himself 
into a human torpedo as well as using his 
hundred-hand slap. Top stuff! 


Honda looks a bit dazed 
after a good smack in 
the teeth. Blanka hoivev 
er, is just plain hungry. 


Balrog gives you the kick 
ing you so richly deserve. 
Can you fight back? 
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Honda is triumphant 
after kicking Ryu's butt. 
Can anyone stop this 

fat iard-ass? 


THG BaD ano 

THG UGLy 

There are four other characters to 
defeat once you have worked your way 
through the first eight. These four are 
bad news, one in particular bears a 
grudge against Ryu. The list reads like a 
rogue’s gallery; Balrog, an American 
boxer with a long reach and incredible 
strength...watch out for his turning 
punch. Vega, a vain and irritating 
Spaniard with incredible speed and 
razor-sharp claws. 

Sagat makes a return appearance, 
he was the final fighter in the first game. 
His skills have improved and he has 
mastered the unstoppable Tiger upper¬ 
cut. Finally and most pant-wettingly dan¬ 
gerous of all is the incredible M Bison. 

This weirdo ruler of Shadolue has 
killed countless fighters in his quest for 
the ultimate battle. His powers have 
never been matched, are you the one to 
defeat him? 


F or once you can believe the hype. 

Streetfighter 2 is everything you I 
could have ever hoped for and 
more. The game you’ve all been waiting 
for is here, and how! Considering thmt this is the 

most technically amazing video game ever to grace a domestic TV set, the asking 
price seems ridiculously low. If this is the standard of Super NES games at the 


moment, just think what kind of stuff 
we’ll have in a couple of years. The 
graphics are the best yet on the Super 
NES and the sound is second only to 
Actraiser in terms of atmosphere and 
sheer brilliance. The animation lias. ’ 
been recreated, frame for frame iden¬ 
tical to the arcade machine. Every 
punch, kick and butt has been copied " iM 
(Chun-Li has the nicest butt). It’s all 
there, right down to the last pixel., 

Nothing matches this in terms of 
playability and you’ll be playing this 

for months, maybe years to cofVie. Easily the best two player game ever and only 
Mario and Tetris are in the same league as far as playability are concerned. 
Forget air, water and beer, you need this more. 

pRariK O'ConnoR 


iiRAPHIGS. 96V 

SONICS_92^ 

GAMEPLAV. 96V 

lASTABILIIY 
OUERALL_ m 




Girls, boys aY\d flondish 
monsters are the least 


of your problems. Eeep! 
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he desert holds many secrets. Most of them are 


big, made of steel and armed to the teeth. You are 


a tank commander and it’s your job to drive 


around in the sand shooting things. It’s a top job being a 


tank commander. Thing is, it’s all set in the gulf war. 


Saddam Hussain’s vile army are trundling around the 


desert trying to invade Kuwait again. Swine. 


You’ve been sent along because they reckon you’re the best 


man for the job. The sand gets everywhere, in your teeth and in 


your hair. There’s got 


to be a nicer way to 


spend a Saturday after¬ 


noon. Tanks, missile 


bases and dangerous 


terrain are the order of 


the day and if you can’t 


deal with those then 


you might just as well 


take up knitting. 
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The graphics in Super 


Sattletank really do 


a fine job, as you can 


see from these two 


shots realism is 



greatly enhanced. 



DIGITI56D DReam 


As you can see from the screenshots. 


some of the graphics in Super Battletank 


are very realistic indeed. Almost all of 


the enemy sprites and a fair bit of the 


o surrounding countryside have been digi¬ 


tised. Fair enough, you see a lot of digi¬ 


tised graphics nowadays, but seldom do 


you get them in smoothly animated fully 


0 functioning 3D. 


It looks like a lot of work has gone 


into the sprites and a hell of a lot of 


memory too. This effect can be seen 


best in the intro sequence as a tank trun¬ 


dles over the horizon and then spins 


around with incredible smoothness. 



ujRapaRounD 



By pressing the Y button on your control 


pad, the screen flips to an overhead 


radar view showing your position and 


B'ombing around 


the location of all the enemy tanks. You 


in a tank in this 


can trundle around happily for ages but 


game might be 


moraily dubious. 


but it’s still cj^uite 


a laugh. 



it’s a waste of fuel and 


time could run out 


before you reach your 

I # • 


objective. 

The weirdest thing 


is the size of the area. 

II I ^ ^ 


mean, I know Kuwait’s 


kind of small, but it 


only takes twenty sec¬ 


onds to drive from one 


end to the other in this 


game. Very strange. 


come ano get some 


in GaRy KiTCHen‘s KiTCHen 


Gary Kitchen is a name that may be familiar to the crustier game players out there. 


Super Battletank is his first major release since he was a programmer on the ancient 


but trusty old Atari VCS. He worked for Activision and at the time was considered one 


of the video game world’s top programmer dudes. 


Gary Kitchen was the geezer responsible for the awesome Pole Position rip off 


called Enduro. It looks a bit cheesy nowadays but it was a top treat in its day. He’s 


been away for a bit but the man is back. He’s already working on a brand new top 


secret project which we’ll be telling you about very soon. 



his game is weird. I m not kidding. 


it’s bizarre. It’s too arcadey for simu¬ 


lation fans and not action-packed 


enough for arcade freaks. There are loads of 


fairly confusing controls to get to grips with. The 


game looks superb. There isn’t much in the way of variety 


but the animation and detail is superb. Some of the enemy tanks are jaw-drop- 


pingly smart. The problem is that there isn’t‘that much to do. You trundle 
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around exactly the same kind of ter- 


“I rain blowing up exactly the same kind 


of tanks and missile' silos. The game 


would be stupidly easy if it wasn’t for 


the ridiculously low amount of ammo 


and fuel you’re equipped with. With a 


little more thought and a lot more 
variety this could have been some¬ 


thing really special, but as it stands. 


11 it’s a brave try at a decent simulation 






that never quite works. 
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KINGBIT GAMES 


vrsA 


THE JAMES THIN BUILDING, 57 GEORGE STREET, EDINBURGH EH2 2JQ ^ 



MEGA DRIVE Inc 1 gam* •>. . 

"■1A0filV€lnc3g*mt*. _ C175 

Dima la value dI £35) 

US/UK JAP 

ALIENS..£3A.- 

AMERICAN GLADIATORS.CALL...CALL 

BARE KNUCKLE . . £35.£26 

BONANZA BROS.- £24 

CHUCK ROCK.£3«.- 

CAOASH.£34.- 

DESERT STRIKE.£35.- 

OICK TRACT. -.£20 

DUNGEONS & DRAGONS.CALL 

OYMOUG .- £20 

FIGHTING MASTER..£35.' 

HELLFIRE.-.£24 

JOHN MADDEN 92.£35_ - 

JAMES POND II.£34. 

KRUSTYS FUNHOUSE.£35.- 

LEMMINGS..£35_- 

MAGICAL HAT .£24.£20 

MICKEY MOUSE .£35.E2B 

PITFIOHTEH.£36.£28 

PGA GOLF. £35_ - 

PREDATOR 2. £38.- 

MOONWALKER .£24.£20 

QUACKSHOT.£34_- 

MERCS . -.£24 

ROAD RASH.£34.- 

ROLLING THUNDER II..£39.- 

REVENGE OF SHINOBI.£24.- 

SIMPSONS.£33.- 

SUPER MONACO II.CALL....£34 

SUPER MONACO.£32.- 

SHATTERHOUSE.£39.- 

EA HOCKEY.£34.- 

SMASH TV.CALL..-CALL 

SIDE POCKET.CALL,.,CALL 

SUPER HIGH IMPACT.CALL...CALL 

TERMINATOR.£38.- 

TA2MANIA.£35.- 

TOMMY LOSAROA BASEBALL ...£24.> 

THE IMMORTAL.£34.- 



JAP 

US 


JAP 

— ttt 

ACTRAI8ER - . .. . 


...£45 

ZELDA III .. . 


..-£45 

ADDAM8 FAMILIL. . 


...£43 

R.TVPE... 

£35. 

,...£41 

STREETFIGHTER II . 

£66 

...£60 

JOE « MAC .. 

£40, 

...£42 

KRUSTYS FUNHOUSE. 


...£42 

YS III -... , 


....£44 

LEMMINGS 

£38 

.,.£42 

PRINCE OF PERSIA. 

£45 


ARCANA 


,,.£40 

SPACE FOOTBALL. 


....£25 

AATTI r Rl *7B 

£30 


SUPER BATTIETANK 


....£36 

OATTI f nOAUr> PHIV 

£35 


JACK 'N* GOLF 


..,.£40 

BASES LOADED. 


...£40 

PEBBLE BEACH GOLF. 

*-! 

....£48 

COMBAT BASKHOALL. 

, 

...£ZS 

LEGEND MYSTICAL NINJA. 


...£44 

CONTRA IV 

£43 

.-.£43 

CASTLEVANIA IV..... 

£39. 

....£42 

DARIUS TWIN .. 

£36 

...£40 

MAGIC SWORD. 

£45. 

....£45 

PARODIUS . 

£45 


TURTLES IV. 

£45. 

...CALL 

FI EXHAUST HEAT. 

£46 


HOOK. . 

£44 


ROCKETEER . 

£26 


SUPER TENNIS.. ... 

£40. 

....£42 

THUNDER SPIRITS 

£32 


PILOT WINGS . . .. 

£36. 

....£40 

SUPER OFF-ROAD . 


...£42 

F-ZERO.. 

£35. 

....£40 

WWF SUPERSTARS . . . . 

£36 

.,.£42 

GOLDEN FIGHTER. 

£45 


nunin«' m* ftun«T« 

£38 

...C42 

F1 SUPER DRIVING. .. 

£45 


TOP GEAR. 

£38 

...£43 

SUPER SOCCER CHAMP. 


....£43 

SUPER CUP SOCCER. 

£40 


ROMANCE OF KING II. 


....£40 

UHT Toirir uron 

£40 

...£42 

KING OF THE MONSTERS . 

£45 


SUPER SOCCER 

£39 

...£41 

SOUL BLADER. 

£26 


WORLD LEAGUE SOCCER... 


...£35 

DING WARS . 

£44 


SMASH TV . 

£38 

,..£43 

PHALANX . 

£44 


OOM DATIMd 

£28 

...£35 

AXELAY . 

CALL 

...CALL 

MM vniiAnpriM 

£36 

...£41 

SIMPSONS . 


....£45 

wn ♦«««********•■ 

GEORGE FORMAN. 


...£44 

SUPER PLAY FOOTBALL. 


....£44 

ROBOCOPHI. 

ALL. 

..CALL 

ROGER CLEMENS. 


....£45 


O 





GAME BOY IncTTTRIS^. . £62.00 

TERMINATOR __ £21.60 

SIMPSONS 2 ......— .......£22.60 

WWF2..£22.50 

SPIDERMAN2. £21.50 

JOE A MAC. £21.50 

DOUBLE DRAGON 3. £21.50 

GEORGE FORMAN......S21.00 

BLUES BROTHERS. £21.00 

PITFI6HTER.£20.00 

HUDSON HAWK.£21-60 

FVRACE. £24.00 

BATMAN II.£22-00 

AODAMS FAMILY. £21.00 

YOSHI. £15.00 

MARIOLANO.£15.00 

WAVE RACE.£20.00 

80CCERMANIA.£20.00 


WE OFFER A MAIL ORDER SERVICE 
P&P CONSOLES £10: GAMES £1.50 

§CtMCiB9T‘ 

GOMRE*riTION t.lNC 

WIN A SUPER NES * 3 EXCELLENT GAMES. 
ISTREETFIGHTER 11. CONTRA. TURTLES | 
ALL YOU HAVE TO DO IS ANSWER 3 SIMPLE 
QUESTIONS AND YOU COULD WIN THE 
LATEST IN CONSOLE TECHNOLOGY 

PHONE 0891 662 565 

Calls cost36p (Blieap rate), 46p INcrmal 
Rate) per minule Please ask permission af 
phone Dwner before you call 


WE ALSO STOCK PC ENGINE 4 NEO-GEO 
4 GAME GEAR 4 MASTER SYSTEM 4 
MANY MORE SNES, GAME BOY 6 



aoLOENfi^Ten. 

HI NO OF 7116 MOHCTC n« 


vien our ohowfC' .»rn at 
Unit 2 The SNopptn^ MaH, 96 George Lane, 
South Woodford, London, El 8 


□ 0'0 0'0‘n R'G'Grn.niR 


CIM 


UK SUPER NINTENDO (Inc 
US SUPER NINTENDO (InC 
US GAMES 
eupeR scope a. 


p 


.g4 


Pads 


144 


£ 142.99 


Super Mario 

Super Mario 


iLiubemaKTEnn... . _ ... 

...M.M 

m . M.Sfl 


.. M.M 

•WAUMTV. . . . .- , . 

..,.4d 99 
....*3.99 

WW^. . 

■•MAI eillMT 

.42 M 



COf ipq- _ .. 

■■ 99 

eurcwqfF-eOAP . 

. A2 M 

FdA TOUR OOtf-.-,-.,— 

__ -.42JV 

70f 0€AW . . 

AHNCCP PALM6R OOlf > . 


AHOAMA .. . . 

AOOAAie FAMILY 

. .41 .m 

tmmaK ai rtmc 

KnUBTTS fVNHOVSC . _ 

.. . 41 n 
-49A* 


4. 2 Confl 
4. 2 Control P8dB) 8CART .... 

JAP GAMES 

TUftTLie. 

PRiRCCOf PiRna..... . 

PAROOlUe. —... 

DHtNASAURe.._ 

eTiieeTPKiHTiR ii.. . 

KINO Of THC WONOTCRe . 

RARMA ..... ... . — 

OOLOCM f lOmElC' I.—. ZHJl 

OHCMoe'ifOMorre .. . . 

•UPensocceR ................ 

fl-TVPl.-..—.1.—I — 

POOOLf. -.- 

TOP RACfR.,,.... 

eMAOH TV —.. 

HAT TRICK H6RO. . 

J.e.KINO.—.. 

sreALTH .. , 1 , 

Aeon PADS. 


G 3G0iG Q GiQiQiG 



MEGABYTES 


081. 33S-4224 


SVPER ^mTENDO 
UK SNES + SUPER MARIOWORLD ETC. £155*00 
STREETFIGHTER It (US) ONLY £52.05 


lUPER 1MASH TV 

..£42.00 

MYSTICAL NINJA. 

.£42.00 

CONTRA III . 

.£42.00 

SUPER OFF-ROAD. 

.£42.00 

•fuiibirxcD «mDiT« 

...£42.00 

ZELDA III. 


AMn MAC 

..£42.00 

KRUSTV'S FUNHOUSE. 

..£42.00 

riAJ riTV 


SUPER BASE LOADED. 


U/\UC Al AMV 

£42.00 

PEE8LE BEACH COLF. 


OACBOAI* «IA« lA/Wl 

£42.00 

RAIDEN. 

.£45.00 

FINAL FANTASY II 

,£49.00 

PITFICHTER. 


SUPER BATTUTANK. 

..£42.00 

ADDAMS FAMILY. 

.£42.00 


OTWffl T7ri.es A VAiLABlE - flWG FOR DETAILS 

Convarton availatola that allow Import earnIdgea lo be played on your SNES from £15 00 
Part Exchanges Walcoma. including Sega. All prices Include UK Post 4 Packing 


DOIXI'T GET 
RIPRED OFF! 

ri lJiiivi*rsiil Acliifitrir. ijmir iN'ciN'r If It 
MtMliH v%ith tUUU Mmuih. /l•lrf«l I. Sitii I itij ih f Intil I Icftit 


pVA^hem why they call It a "Universal" Adaptor. 
tAsk them what they think about advertising standards. 
■ THE ADAPTOR! Is the only UNIVERSAL adaptQrl 
! THE ADAPTOR! Is compatible WDRLDWIDEI 
; THE ADAPTOR! Is only E17.50 


CONTRA. 

Ei/\.IVIES 

_FIMAl FIGHT ... 

... £43.50 

LEMMIINIB5.... 

.E43.5D 

PILOT WINGS.. 

...E4S.25 

SIM CITY . 

.E43.5D 

SMASH TV. 

...£42.25 

WWF WRESTLI\E£43.5D 

ZELDA 3. 

...E43.50 


" OTHER GAMES - 

I PLEASE PHONE FOR AVAILABILITY 
■Ail prices include past & packing. Allow 10 
” days for delivery. Make cheques. P.O.s 
B payable to 0 Systems, 4 Harvey Road. 

■ London Colney. Herts. AL2 1LZ 

■ Tel: 0727 82E 753 Fax: 081 2D7 4239 

«■■■■■■■■■■■■■■■■■■■■■■■■■■■ 
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H e*s mad, he*s bad, he*s from 
Baghdad! Nope, it's not 
Saddam Hussain, it's the 
evil Grand Vitier. This twisted old 
magician has kidnapped your main 
squeeze and intends to marry her 
in the morning. To prevent any 
interference from you, he*s had you 
banged up in the palace clink while 
he tries to seduce the babe! 

Normally this wouldn't bother you 
in the slightest but the girl is loaded! I 
mean she has cash coming out of her 
ears! If you marry her, you’ll become die 
Prince of Persia and then you could 
afford to divorce her. 

Of course, none of this will happen 
unless you escape from jail and kill the 
Vizier. The palace is huge and absolutely 
packed with trained assassins. To reach 
her, you’ll have to leap chasms, 
solve puzzles and do a hell of a lot of 
swordfighting. There are booby traps, 
disintegrating floors, evil ghosts and 
worst of alt. baggy trousers! Only a top 
swordsman with incredible athletic 
prowess can do it, but failing that it’ll 
have to be you. Go for it! 
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Ta-dal You ve found 
the sword &o you can 
nowdfve back from 
whence you came and 
dispatch the guards. 


OH no.. jys 
joRoam 

Jordan Mechner to be precise. Top 
games guru at Broderbund Software and 
a legend in his ov^ lunch time. This guy 
revolutionised Atari gaming when he 
released Karateka on the 400 series 
computer. This was the first video game 
to feature realistic animation and Jordan 
recreated the moves of the Karate fight¬ 
er by copying those of real life people. 

He went one step further with 
Prince Of Persia by video recording his 
brother as he recreated all of the 
Prince’s moves. Mr. Mechner then 
digitised all these movements and turned 
them into a sprite, The same also applies 
to most of the bad guys. The result of all 
this hard work Is some of the most 
realistic animation you’re likely to see 
outside of Disney studios. 


In the catacombeyou 
corns acroes many ioet 
eouls, be wary though or 
>^lophone chest wiff corns 
back to Ilfs and have a 
pop at you. 


He Fues, He 
spies^He 
DeaxH-beFies! 

You can make the Prince perform all 
manner of amazing stunts and unlike 
most games, they all happen in a very 
realistic manner. If the Prince runs any 
distance, it akes him a couple of steps to 
slow to a halt. This can be very danger¬ 
ous if you’re near the edge of a 
precipice. Fortunately you can make the 
Prince tiptoe, a technique that’s also 
useful for creeping between the spikes 
that occasionally pop up. 

The Prince can jump fairly hr but if 
you just miss the next platform, a push 
up on the control pad should make him 
grab onto a ledge. 

He can climb almost anything, but 
swordfighting is a little more difficult To 
frght you’ll need timing, reflexes and skill, 
You can block, thrust, swing and parry 
but you'll need to find a sword first. 
Along with all this our curly shoed hero 
can also make the chicks swoon just by 
swinging his pants. 
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map? 

If you really want to get anywhere in 
Pnnce of Persia, you’ll need one of 
two things - a photographic 
memory or. the easier option, , 
a map- The smallest levels are f 
fairly huge and there are V 
booby traps, armed killers and ^ 
undead assassins galore. 

To travel from screen 
to screen without know- -• 
ing what to expect can ^ 
be extremely haz- ^ 

ardous so. if you 
get killed on a 
screen, try to 
remember 
what did it 
next time 
round. Also. 

God forbid 
that even If you 
make it to the 
end of the game 
- you are not in 
time to save the 
lovely Prlncess- 
chac happens though, 
you'll have to go back 
few levels and do them a 
little faster and having a map 
would make all that a lot easier. 


/ t’s not often thot you enjoy wotch- 
ing someone e/se phy o gome, but 
Prince Of Persia is one of those. Che 
shck onimotjon and briWont presentation 
moke the gome unfold tike one of those sod 
oW jason and Ae Ar^onouts movres. The musrc is amaz- 
ingfy atmospheric and among the best on the Super NES. Sound effects ore /ock- 
ing though, iimrted to the odd grunt 
and the cfosh of steel. PlayabUity is 
what counts though and Prince of P 
has ft in buckets. ft% a .mossive, 
sprawling arcade adventure with more 
strategy than most games of its ilk. 

You*ll be tearing your hair out with 
frustration as you try to get to grips 
with the intricate controls ahd the 
mind-numbing puzzies. The game is 
vast, getting off the first level tokes 
about an hour and the subsequent 
levels are more difftcuit. Fortunately 

the possword system lets you continue from any level youVe reached. It's bril¬ 
liant and much better than any of the previous versions. An essential purchase 
and a damn good reason to buy a Super NES in the first place. 

* pRanK O'ConnoR 


6XP6CT THG UneXPGCTGD 

There are loads and loads of booby craps in the Palace designed co 
keep trespassers away from die Vizier, They do a pretty good job 
too. but If you’re smart, you’ll spot them and avoid them. Falling 
tiles can drop from beneath your feet but jumping causes them to 
shake, so you should know what to avoid. 

Spikes pop up from the floor, impaling unwary Princes but dots 
on the floor reveal their position. Spiked gates are trickier - they 
slam open and shut at unreal speed so perfect timing is required. 

Watch out for the piles of bones, sometimes they aren't as 
dead as they seem. The odd pile reassembles Itself and you end up 
fighting a skeleton. Some die with ease but others have to be 
pushed over chasms, just the sort of thing you’d expect in an 
Arabian tale. Scary, woo! 
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Dear Guys, 

Just who is that incredibly handsome 
sophisticated guy you use for the photo 
of the Editor? I mean, come on. you 
must have cut his photo out of a maga- 
zine or something, he's such a treaL 
Cmdy Crawford, HoHywood, Americo. 

Hey. I know it*s difficult to believe, 
but that really is Frank. Linda 
Evangelista and Madonna were 
believed to have had a catfight over 
him in a top Hollywood nightspot, 
both thinking he was a top interna¬ 
tional model. 

Frank is interested in cosmet¬ 
ics, looking after children and work¬ 
ing for charity. He currently mea¬ 
sures 45, 56, 64 but he just had a 
kebab and a glass of TIzer. 

Dear Guys, 

Tm thinking about buying a Superscope 
but. as you know, there’s only one title 
available for it at the moment Is it any 
good and will there be any more games 
coming out for it? 

Bruce Wayne, Gothom on the Wofd, 
Sussex 


Dear Guys, 

Do you have any info on the Super CD Rom from Nintendo. Whac will it be like and 
how much will it cost? I’ve seen Sega's Mep CD and frankly I'm not too Impressed. 
Michaei Finnegan, Co. Cork, Ireland 

Details about the Nintendo CD are a bit sketchy at the moment but I can 
reveal this much. The unit will be called the CD ROM XA and have a 
memory capacity of 655 megabytes - which is over 600 times larger than an 
average cartridge. 

There will be new custom graphics hardware built in and rumour has it 
that this will include a sprite scaler and a top secret polygon handler. Live 
video should be possible and there will be limited compatibility with CDI. 

Nintendo have announced an amazingly cheap price point of $199 
which should make the British version cost about £120. Cool! If you want 
more info there is an In-depth report on this in the news. 


Dear Guys, 

1 just sold my Mepdrive to buy a SNES and Tm a bit concerned about the lack of 
software available for die official machine My local shops currently have only six titles 
and they seem to be out of stock most of the time. Will Nintendo be launching much 
software in the near future and will It be any good? 

My pal has a Japanese machine and he can use American as well as Japanese games 
although my British copy of F-Zero doesn’t seem to work on his machine. The screen 
just goes black and makes a funny buzzing noise. Almost exactly the same thing 
happens when 1 plug one of his Japanese carts into my machine. 1 mean It fits, but it just 
doesn't work! 

I heard that you can have your machine altered to run any kind of game, Jap. 
American or British. Does this damage your machine and will It affect your guarantee? 
Oliver K/osoff, Southend, Essex 


The gun itself looks extremely sexy 
and Is very comfortable to use. It*s 
the most accurate light gun that is 
currently available and being infra¬ 
red, there are no cumbersome 
leads trailing to the machine. 

Several companies have 
expressed an interest In producing 
software for the gun, the first tide 
is a shoot 'em up along the lines of 
Op Wolf. It's called Bio-Hazard and 
it's looking very smart indeed. Even 
more exciting though, is the recent 
announcement of Terminator The 
Arcade Came from Acclaim. 


Although the initial batch of software was small, Nintendo promise to have 
around forty titles in the shops by Xmas. Most of these will be licensed 
games from the likes of Capcom and KonamI, but many other publishing 
companies like Ocean and Elite will have most of their current range In the 
shops long before Christmas. If you don’t fancy waiting for the official 
launch, then you could consider buying a Japanese/American adapter. 

This bit of kit plugs into the cartridge port on your SNES and allows 
you to play almost all of the overseas carts with little or no trouble at all. A 
word of warning though, if anything goes wrong with your machine, 
Nintendo will refuse to honour your guarantee if the adapter is the source 
of the problem. 

These adapters also have some distressing effects on battery backed 
games If you're not careful. The worst thing that can happen is that you lose 
a saved game, the cart itself can not be damaged so don't panic. Having said 
that, the unit we use In the office has worked perfectly and without a hitch. 







Hello and welcome to the most useful, informative and 
downright groovy letters page this side of Nintendoland. 
Every month, we’ll answer any questions you care to ask 
us. No question is too difficult, no puzzle too obscure. 
Hardware, software, games, add-ons, we know all and 
see all. So put pen to paper and let us know what you 
think of the magazine. Tell us what you like and tell us 
what you hate. There’s a top secret and top level prize 
for the best letter in every issue, so get writing! 



Dear Guys, 

My pal has a Jap Famicom while I have a 
spanky new official machine. He’s got his 
running on the same kind of telly as me, 
with a Scant socket. 

The weird thing is, when I plug mine 
into the Scant socket, there’s a black 
border at the top and bottom of the 
screen. My pal’s Famicom fills the whole 
screen. Apart from this there doesn’t 
seem to be any difference. Why does 
this happen and what can I do about it? 
Seymour Butts, Springfield, Yorks. 

The reason this border appears on 
the British machine has more to do 
with our TV system than with the 
console itself. The British machines 
are all designed to run on Pal TV 
sets which run at a different speed 
and scan rate to their American 
counterparts. 

Our TV sets have 625 horizon¬ 
tal lines, while Yank tellies have 
525. You still get the whole picture 
on your screen, it’s just squished 
ever so slightly to fit properly 
on our sets. 

If It wasn't, you'd miss out a 
good part of the horizontal If you 
run your SNES on a monitor, you 
can adjust the screen and remove 
the borders but it shouldn't cause 
you any problems. Our machines 
also run a tad slower then Jap ones. 


Dear Guys, 

Do you know if they’ll be making a Wayne’s World game for the 
Super NES? I think that Wayne and Garth’s most babelicious antics 
would make the perfect formula for a video game as they scoot 
around town in a sad car picking up chicks and partying. Also, do 
you know of any other big movie licenses coming up for the SNES? 
Bill S Preston, San Dimas, California 

As a matter of fact I do. There are no immediate plans for 
a Wayne’s World game, mainly due to the fact that the 
movie was a surprise hit. It’s not out of the question 

though and we’ll keep you posted. 

Movie titles to look out for include Terminator 2, Star 

Wars and Home Alone, but you can bet that almost every 

action movie will be licensed for the SNES from now on. 


Dear Guys, 

I’m a bit concerned about the price of the British Super NES. The 
machine costs $100 in the States and next to nothing in Japan, so 
how come it costs three times as much over here then, eh? 

It’s bloody criminal, that’s what it is and it means that orphans 
and people like that can’t afford it. Is there some reason for this 
massively inflated price tag, or are we just being ripped off? 

M Tyson, Baltimore, Ohio 

It’s actually a bit of both. The machine’s price has more to 
do with some marketing man’s idea of what we’re willing 
to spend than with the actual cost of the machine. There 

are other considerations though. 

The tax on computing equipment, both home grown 
and imported is much higher in this country and there are 
loads of cursory costs like shipping and advertising. Look 
for a hefty price cut before Christmas though and there will 
be new bundles including a Superscope pack. 


Dear Guys, 

I’ve been reading in a lot of magazines 
that the Sega Megadrive is faster than a 
SNES and that the Nintendo machine 
isn’t a true 16 bit. Is this true and if so, 

what does it mean? 

Gary Liddon, London 

It’s a funny one this and if there are 
any SNES programmers out there, 
feel free to write in and enlighten 
us further on this subject. The 
SNES is a true 16 bit machine, but 

a bit of an odd one. 

The main processor is a cus¬ 
tomised weird job that first saw the 
light of day in the old Apple 2 com¬ 
puters. Although it started life as an 
eight bit, some redesign and a few 
smart additions have turned it into 
a spooky but powerful 16 bit chip. 

It does all of its maths in 
hardware and as a result it’s very 
fast at most things. Using the SNES 
hardware as it stands causes the 
game to slow down when there are 
more than eight sprites on screen 
at once, but clever programming 
can overcome this problem as was 
proved in games such as Super 
Smash TV and Super Aleste. 

In real terms and certainly as 
far as games are concerned, the 
SNES is actually faster than the 
lowly Megadrive. 
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‘Nintendo’, ‘NES’, ‘Super NES’ and ‘Game Boy’ are trademarks of Nintendo of America Inc. All screen shots are copyright of Nintendo of America Inc. All trademarks and copyrights are recognised. 


=H0 




\ 





I 







\ 



\ 



J 






Hiya! Welcome to the cheats page, the page for people who want success 
but frankly can’t be bothered persevering. Every month we’ll bring you hints 
and tips on new games, old games and we’ll even do requests. If you have 
any tips, advice or maps at your disposal, send them in. There will be a top 
secret mystery prize for the best cheat of the month. Send your entries to. 

Dr Barry Diablo’s Bulging Sack Of Cheats, Super Action, 
Europa House, Adlington Park, Macclesfield, SKIO 4NP. 
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Getting nowhere? Totally stuck? What you need 
my old son, is some extra lives. You can have thirty 
of them simply by activating the following keypress; 
Rieht, Down, Down-Right, Right and Start all 

in one fluid motion on the title 
screen. As if that wasn’t enough, 
you can select any level by doing 
the following; Left, Down, 



Down-Left, Left and Start, again, all in one fluid motion on 
the title screen. Now you should have little or no trouble com¬ 
pleting it, even on the hard level. 









A brilliant cheat this and a L and R pads repeatedly 

sure-fire way to win every and you should tear off 

race. Simply accelerate to at speeds in excess of 
full speed and then tap the 400 kph. Smart! 
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top level international game Holding these buttons down, 
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As if it wasn’t difficult enough 
already, there’s now a way to 


heroes only so don’t try 
it unless you’re dead hard 
and brave. 

Go to the Option Mode 


make this brilliant shoot ’em and highlight Game Level. 


up even harder than it 
already was. This tip is for 


Now use controller 2 and 
hold down buttons A and X. 


flip through the difficulty lev¬ 
els using controller one and 
you’ll find a new skill level 
called Gamer. This is even 
harder than a big bag of hard 
things so don’t say we didn’t 
warn you. 



I 
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We could give you reams and reams of 
codes for Gremlin’s brilliant SNES racer, 
but you only need the codes for Britain 
and then you can flick through the other 
countries at will. 

The codes are different for the 
American and Japanese versions of the 
game, so here they are. 


Top Racer 
Amateur: Horizons 
Professional: Seasonal 


Top Gear 
Amateur: Horizons 
Professional: Seasonal 


Championship: Valhalla Championship: Keelson 
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VISA 

im: 

I 

S.fsi. 

STREETRGHTER H .*-..JN STOCK 

GOLDEN FIGHTER .JN STOCK 

PRINCE OF PERSIA. 49^5 

LEGEND OF ZELDA...^*, - ».39^9 

TURTLES IN TIME....—.——.—.49.99 

lemmings 

SUPER SOCCER CHAMPION.„....44.99 

FINAL FIGHT.......44.99 

CHESSMASTER.-..44.99 

AM)AMS FAMILY. -44.99 

SUPER GHOULS hTCHOSTS...44 .99 

“ SUPER ADAPTOR 
£20.00 UK/JAP/US A 

Wg sell the very best 
adaptor on the market, 
that lets you ploy all games 
from around the globe 


THUNDER SPIRIT 


sme-e^e 99 s 


PAPERBOY II.. 

RIVAL TOUGH. 

KING OF THE MONSTERS... 

ROBO WARRIOR-- 

GRADIUS 3 ..... 

ULTRAMAN... 

SPACE FOOTBALL.. 

^lrcana 


PGA TOUR GOLF.. 
UN SQUADRON.... 




44.99 home ALONE ..»N STOCK 


44 


99 


PITFIGHTER 


INSTOCK 


CONTRA 3 (Super Probodetect®-)..44.99 

.IN STOCK kRUSTYS FWIHOUSE...44.99 


44 
„.39.99 


MAGIC SWORD. 




.44.99 


.44 


COMBAT BASKETBALL....39.99 




9 99 


tM9 0 


44.99 

49.99 
99 


Y'SS 3.. 


99099990 


9 ' 099999999 '^ 999990 * 


999 


9 9 


44.99 


SI GUNDARM...49.99 

BATTLE GRAND PRIX...49.99 


44.99 BOXING .—-.„....49.99 


Sav^ereign Centre, 
Christchurch Road 




n 






Bournemouth 

BHl 4SX 


Hook Action Figure 

(Worth £4.95) when you purchase any 
video game in store with this voucher 


L 


Only redeemable in store 


J 
















IFVlll^iunenctRf Mmes on 
^ar Japanese S. Famieom. 
The Universal Adaptor is a 
fop quality product, supplied 
with full instructions. 


UK K>WiR SUPPLY UNIT 


ADDAMS FAMIL Y .— . .. 

BART'S NIGHTMARE - Featuring The Simpsons 

BATTLETOADS . 

DOUBLE DRAGON . . 

GUNFORCE . . ... 

KRUSTY'S SUPER FUNHOUSE . 

MYSTICAL NINJA . 

OUT OF THIS WORLD . 

PLAY ACTION FOOTBALL . 

ROBOCOP 3 . . 

SMASH TV (2 Player} 

SPIDERMAN 

STREETFIGHTER II . 

SUPER OFF-ROAD (2 Player) 

SUPER TENNIS (2 Player) 

SWAMP THING . 

ZELDA III 


ACTRAISER ... 

AREA 88/UN SQUADRON .. 

ASTRAL BOUT-KICK BOXING . 

AXFIAY . 

CASTLEVANIA 4 . 

CONTRA SPIRIT ... 

DINOSAURS ... 

FI EXHAUST HEAT . 

F-ZERO . 

FINAL FIGHT ..... 

FINAL FIGHT GUY (Limited Edition) 

GOLDEN FIGHTER Like SFII (12 Meg) . 

HOOK . 

KING OF THE MONSTERS . 

MAGICAL TROLL/GUY'S ADVENTURE . 

MAGIC SWORD . 

MARIO PAINT (WITH MOUSE) . 

PARODIUS . 

PHALANX . 

PRINCE OF PERSIA . 

RANMA NIBUNNOICHI 1/2 (SFII Clone) 

SMASH TV . . . 

STREETFIGHTER II (16 Meg) .. ■ 

SUPER ALESTE . .. 

SUPER BOWLING . 

SUPER SLAM DUNK (Basketball) . 

SUPER FORMATION SOCCER . 

SUPER CHOULS'N'GHOSTS . 

T.M.N.T. 4 - Turtles in Time . 

TOP RACER . 

WWF SUPER WRESTLEMANIA . 


. A6.00 BAULE GRAND PRIX . 

43.00 CYBER FORMULA 2222 

...45.00 DARIUS TWIN . 27 ^ 

39.00 HOLE IN ONE GOLF . 29.00 

65 00 HYPER ZONE nn 

... 45.00 ^ocKETEEP. . 33 .^ 

...40.00 SUPER EDF . 22-22 

...43.00 SUPER PRO WRESTLING . 33.00 

45 00 SUPER R-TYPE . 22-22 

" to' no SUPER WAGAN ISLAND . i.2-22 

■4000 thunder SPIRITS . 35.00 

WfflUfn PITFIGHTER (USA) . 35.00 

SUPER BATTLETANK (USA) . 38.00 

ch(\iiefP,0. • Subject to release dates/availability! 


« SUPER SPECIALS » 


PUASl ADD £1.50 PER TITLE FOR NEXT DAY DELIVERY/P&P 


Consoles?! 


★ KRAZY KONSOLES ★ KRAZY PRICES ★ CALL US NOW!! 


UNIVERSAL ADAPTOR 


SUPER FAMICOM 











WSA 



Tel: (0903) 695050 Hours 10-1pm 2:30-6:30pm Mon to Fri 


THE SUPER NINTENDO SPECIALISTS 


GAMES (ALL US) . FROM £25.00 + £1.25 P&P 


STREETFIGHTER 2 . 

UNIVERSAL CONVERTORS 


ONLY £58.75+ £1.25 P&P 
NOW £14.50+ £1 P&P 


SUPERIOR US SUPER NES + MARIO.. FROM £139.99 + CARRIAGE 

(ALL TYPES - PAL, SCART OR BOTH. ALSO COMPATIBLE TO USE ON PHILLIPS 
8833 Mk2 MONITOR, COMMOOORE1084 SP1/SD1 MONITOR. PLEASE SPECIFY) 

MEWS, OFFINGiTON, 

T SUSSEX. BN13 2DE 






L 







NINTENDO CHEATS'N TIPS.0891 445 913 

CHEATS GALORE (SAY YES TO NINTENDO).0891 101 234 

CONSOLE HOTLINE . 0®91 445 990 

CONSOLE CHEATS N TIPS. 0891 445 991 

SUPER MARIO WORLD HELPLINE. 0891 445 924 

THE IMMORTAL HELPLINE. 0891 445 928 

HEROS OF THE LANCE. 0891 442 025 

POOL OF RADIANCE . 0891 442 026 

THE WIZZKID COMPUTER QUIZ. 0891 101 255 

INFORMATION ON ALL OUR OTHER 

HELPLINES, DIAL OS91 9CM 

ALL CHEATS AND TIPS LINES UPDATED WEEKLY 


Proprietor:- Jacqueline Wright, PO Box 17, Ashton-under-Lyne, OL7 OWW 
Calls cost 36p a minute at "Cheap Rate” and 48p a minute at all ot her times . 
















































































































































































‘Nintendo’, ‘NES’, ‘Super NES’ and ‘Game Boy* are trademarks of Nintendo of Amenca Inc. All screen shots are copyright of Nintendo of America Inc. All trademarks and copyrights are recognised. 
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all your cash and then set screen. As quick as you 
the tax rate at zero. Now. can, re-enter the budget 




just sit and wait until the 


This is a dead good way of end of the year. 
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getting loads of dosh to 
build the city of your 
dreams; simply get rid of 


When the budget 
screen pops up, hold 
down L and then exit the 
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screen (still holding L) and 
put your funding levels at 

100%. You should now 
recieve a cool $999,999. 
Top treat cheat! 



Quick tip this 
and more 
interesting 
than useful. 

Mario fans 
should 

already know 
that you can’t 
re-enter a 
castle once it’s 
been blown up. If, however, you really need to go 
back inside a castle, press the L and R pads together 
as you try to go back to the castle and you should get 

in no problem. 
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It’s a bit long-winded this 
one, but if you want to 


World Map, then 
hold down L and 


,1 
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select any level in Populous press A. Release 
you’re going to have to these buttons, 

try the following set of 
keypresses: first, choose a 
Conquest game and then 
click on the Pause icon. 

Move the cursor to the 





Then, while holding 
down R, push and release 
Y, B, X, A and Select. 
Release the R button and 
then click onto 


Armageddon. Now enter 
the setup menu and choose 
Conquest. Inside the 
Conquest menu, press the 
X and B buttons to select 
any level you fancy. 


1 

i 

e 









thing we’ve come up 
with an invincibility 
cheat. While playing. 
This game is very tricky pause the game and 
at times so it’s a good 


A, B, X, Y, L. R, UP, 

DOWN,LEFT and 
RIGHT. When you un¬ 
pause, you should be 


press the following keys; indestructible, hurrah! 
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To enter the secret 
stage select screen, 

press L, R, SELECT and 




ST ART on pad 2, fol- 


last stage, you’re going 


lowed by START on pad to have to go through 


one. Dead easy! 


the whole game again in 


Remember though, even order to find the super 
if you do complete the secret weapon. 
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NEW SUPER NES/FAMICOM TITLES 


At 


EETFIGHTER II.£46.95 PARODIUS...£42. 

E OF PERSIA £41.95 TURTLES IV.£43.95 


OR - PLA Y JAP a USA GAMES 

(Excellent quality - no wires etc.) 


OTHER SPECIAL OFFERS 





88 . 28.95 

ISER . 27.95 

(ASEBALL . 19.95 

WSTLEVANIA . 32.95 

ITRA SPIRITS .37.95 

lUS TWIN . 29.95 

.CflRrF 7Q QR 

'ORMATION sbcCER"!!!!!’32!95 

iT TRICK HERO . 29.95 

lYPERZONE . 29.95 

RY BOY . 32.95 

E & MAC . 32.95 


KICK OFF . 29.95 

R-TYPE . 25.95 

ROCKETEER . 25.95 

SIM CITY . 27.95 

STREETFIGHTER II . 64.95 

SUPER PRO-BASEBALL.22.95 

SUPER GLS'N'GHOSTS.35.95 

SUPER ADV. ISLAND . 31.95 

SUPER WAGAN ISLAND ....14.95 
SUPER CHINESE WORLD...14.95 
SUPER EOF.28.95 


COMBAT BASKETBALL . 19.95 

CHESSMASTER . 29.95 

HOME ALONE . 29.95 

KRUSTY'S FUNHOUSE . 38.95 

PAPERBOY II . 29.95 

R.P.M. RACING . 36.95 

SMASH TV . 33.95 

SUPER OFF-ROAD . 37.95 

W.W.F . 38.95 




EX DEMO STOCK SALE 

NEO-GEO INC. MEM CARD + 

2 CONTROLS AND 1 GAME - £295.00 

JAP MEGA DRIVE INC. 

2 CONTROLS + 2 GAMES - £95.00 

USED CARTS 


:1 . 

I :// - 





t., - A . - 




USED SUPER NES/FAMICOM GAMES FROM £15.00 ★★ 
■k* NEO-GEO USED GAMES FROM £50.00 ★★ i 


_ 4^"* 


ALL GOODS DESPATCHED UPON RECEIVING CHQ'S/PO'S 
PLEASE INC £1.00 P&P GAMES & ADAPTORS - £2.50 NEO GAMES 
1st CLASS RECORDED POST USED FOR ALL ITEMS DESPATCHED 


EQUES & P/ORDERS PAYABLE TO SF GAMES AT 
44 HAWTHORN GROVE, STOCKTON HEATH, 

WARRINGTON, CHESHIRE, WA4 2UH 



Teh (0925) 861417 


9am to 9pm 


I 




THE PROFESSIONAL 
COMPUTER SPECIALIST 

ANDY'S COMPUTERS 


fJfiUVE, 3/\i'JDY, -iEDu, DaTy TLlfi 






3D 




IT"’ 


SUPER NINTENDO £135 


GAME BOY 



SNES GAMES 


ADDAMS FAMILY. 

£44.99 1 

THE ROCKETEER. 

£44.99 1 

SIM CITY. 

£44.99 1 

SUPER WRESTLEMANIA. 

£44.99 1 


Will you please make cheques payable to 

ANDY'S COMPUTERS 


► -!< 


X J 
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Datel’s nifty bit of kit is 


Simply enter the following 


dead useful for busting open codes at startup to make 


those super hard games. 


your life much, much easier 





r . * - ^ 




■V -n 



7E0OI0O2 - Infinite lives 

7E00I DOS - Infinite energy 

7E0282FF - Permanent 255 spell points 



7E015202 - 

Unlimited 
smart bombs 
7E0I5702- 
Inflnite lives 





7EIIA303 

Unlimited 

Krusties 




7E06EC30 - Unlimited Energy 


•r ,. 



7E007C03 - Infinite lives 

7EI3F2I4 - Unlimited extra weapons 



- • , - /-T > 



7E061B06 - 
Infinite Nitro 
7E062706 - Full 

speed ups 

7E056313 - 


Loads of money 



7E053I05- 

Infinite lives 

7E189906 - 

Retain power up 
until you pick up 
next one 


m 




4' 








i W 




n' 





?r. 







7E040C05 - Retain Magic permanently 



I Mtr M 


«t)'- -1-4 


7E00AC05 - 

Infinite lives 


» I nfi 


t f UJ 



7EI 124A0 - Unlimited Energy 



7E0D6E05 - Infinite lives 
7E0DI450 - Infinite energy 



7E0DB405 

Infinite 

Marios 


























































































































































Streef, 


AMERICAN SUPER 
NINTENDO SCART (RGB) 

£99.95 

ONE CONTROL PAD 


AMAZING TENNIS . CALI 

ADVENTURE ISLAND . 42.95 


i 


rough, Leics, LEll 1PY Tel; (0509)211799 


AMERICAN SUPER 
NINTENDO SCART (RGB) 

£129.95 

With 

WORLD LEAGUE SOCCE 







AMERICAN SUPER 
NINTENDO SCART (RGB) 

£139.95 

AND ANY GAME 
UP TO £44.95 


JOE N MAC . 39,95 SIM CITY . 36.9. 

KWSTYS FUNHOUSE .39.95 SMASH TV .39.9. 




t ADDAMS FAMIL 

AXEIAY ... 

BARTS KNIGHTMARE 




-MAGIC SWORD ... 95 SUPER BOWLI^^Z. .. 39. 

CALL MIGHT AAAGICII . 44.95 TOP GEAR . 42.9. 

44.95 MONOPOLY . CALL TURTLES IN TIME . 44.9. 


V • 4 *'4 « * « « » 4 


CALIFORNIA GAMES II . CALL 

CASTLEVANIA ... 41 95 

COMBAT BASKETBALL . 29.95 


NCAA BASKETBAU . OCT 

OUT OF THIS WORLD .39.95 

PEBBLE BEACH .39.95 


WWF SUPERSTARS . ... ,.39.9. 

ZELDA III .42.9. 

CALL FOR NEW ARRM 




... ... *711 


DESERT STRIKE . NOV PIT nOHTER . 34.95 ASCII PAD . 19.95 

DOUBLE DRAGON .44.95 POPULOUS .29.95 SUPER CON 2 . 15.95 




FINAL FANTASY II . 44,95 

FINAL FIGHT .42.95 


IK tl 


HOOK.... . 44.95 

HUMONGOUS . OCT 


ROBOCOP 3.. 
ROCKETEER... 


4 • 


.CALL PORTTABIE ORGANISER . 19.95 

38.95 US/JPN ADAPTOR . 14.95 


SMmEAEmc::. . .....39.95 

SPACE FOOTBALL . 36.95 


KC's COMPUTERS 
25 The Broadway 
Wimbledon 
Tel: 081 944 5591 


ARCADIA 

Folkstone Indoor Market 
Bouverie Sq, Folkstone 

Tel: 0303 850410 


UK to US/JPN Convertor 

£19.95 


• 




Visa, Aec^s, Ma^en:aril"Cti^~ue4mlir^^a^re 
i, write adcfress and card detail on ba^. Customers are required to ^ate 
UK carts when ordering, and that games are compatible with therr machines. 



STRATHERN ROAD, DUNDEE, 

Tel: (0382) 74912 


We stock the widest possible range of new and used titles for 
these consoles. Buy with confidence because DWM guarantee to 
buy back any game purchsed from us, no matter how long you 
keep it. No longer will you be disappointed when your new game 

does not live up to your expectations. 

For further details send a stamped addressed envelope to the 
address below, or call us on 0382 74912 (6pm -8pm Monday to 

Friday and 1 pm - 8pm Saturday) 

Siconiliifid Amiga^ fil FC and console games wanted. 

CortsoSe re.saie's & c©f?versions undertaken. 

f 

Cali 0382 202254 for details. 


STRATHERN ROAD, 
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as anyone ever heard of Bill Laimbeer? I hadn’t 


Tr ’ "" * V: ' 


I 


until I got hold of this game. He’s an American pro¬ 


fessional basketball player apparently, with a very 


bad reputation. This Laimbeer character plays basketball 


the hard way. He will kick, punch, bite and butt opponents 


A throw in is rudely 


interrupted as the 


ref calls the final 


thought there were 



to get hold of 


the ball. 


Sounds like a 


top geezer! The 


game is set in the 


future, the year 


2030. Bill Laimbeer 


is the commission¬ 


er of an all new 


basketball league. 


His first move 


was to sack all 


the referees and 


remove rules from 


the sport. Players 


can now do whatever they want to get the ball and there are no 


personal fouls. All the players are robots with the exception of one, 


Bill Laimbeer. He’s had some pretty drastic surgery performed in 


order to be fit to play, but there’s a price to pay.... 







acnon 


There are loads of things to pick up as 


you race around the court, some good 


and some not so good. Coins are the 


most common. Each coin is worth 


$10,000 and can be used to buy new 




00 


players between matches. 


Power pods are also scattered 


ro 

00 


around and these increase your speed 


nO 

O 


and power for a few seconds 


very 





useful. Mines are a little less useful and 


explode on contact, knocking your 


.. • 







. 'V 


. t • 






•n' 




7 


•• 


u: . I 




• • 



i 


tV f 

* A 












/• . >• 








o 


o 


o 


A near miss in your 


court and you can 


now breathe a sigh 


of relief. 
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There are a few rules in Combat 


Basketball, but not many. You can drib¬ 


ble and pass like in most basketball 


games, but you can also smack people in 


the teeth. However, the control system 


for doing this is a bit confusing. 


The Super NES has a total of eight 


usable buttons but this game only uses 


one. This means you jump, shoot and 


punch with the same button every time. 


When you attack, you lunge for¬ 


ward at high speed for a distance of 


about six feet. This is also a good way to 


catch up with other players. 


If the ball goes off the edge of the 


court, the opposing team gain posses¬ 


sion. If you return to your half of the 


court while attacking, again, the other 


team gains possession. 




Each team member has different abilities 


which are split into categories. Your 


speed rating shows 


player out for a short time. 


The saw blade is smart, if you touch 




it, the thing starts spinning and slices the 


head off your nearest opponent. The 




homing missile is similar to the sawblade 


but a tad faster and more effective. All in 




basketball 


court 


holds 


quite 


surprises 


OCTOBER 


‘Super NES’ ‘Gam 
arks and copyrigits are 



how fast you 


can 


run. 


while agility 


affects the 


length of 


time you 


stay on the 


ground after 


I V I n g 


Shooting power deter¬ 


mines how accurately the player 


can shoot for the basket while passing 


power reflects pass accuracy. The 


aggressiveness factor shows how hard 


you can attack an opponent and strength 


ratings determine the length of time 


you’ll be knocked out after an attack. 


arks of Nintendo of America Inc. All screen shots are copyright of Nintendo of America 



ait a minute, I think I’ve 


seen this game some¬ 


where before. Hmm, 


was it Pac Man? No, was it Space 


Invaders? Nah...wait a minute 


it was Speedball! Yup, Bill 


Laimbeer’s Combat Basketball is 


a blatant tax of the Renegade 


classic. Combat Basketball was 


programmed by the British soft¬ 


ware house Hewson Consultants 


who brought out games such as 


Uridium and Gribbly’s Day Out on 


cheesy old eight bit machines. 


Now, under normal circumstances. 


a rip-off of Speedball would not 


be a bad thing, but this one has 


been badly done. It’s very slow. 


even on later levels and the play¬ 
ers are unresponsive and dull. The 




control system is ridiculous and 


you only use one button. You 


might have to do this on a com¬ 


puter but this game would have 


benefitted from the use of another 


two buttons to perform passes and 


attacks. The graphics are dull and 


badly animated and the sound is 


mediocre at best. Not a top treat 


and should be avoided like the 


plague. If you really want a game 


of Basketball, try Super Dunk Shot 


instead, you won't regret it. 
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F ollowing hot on the heels of 

the World Cup, I don’t think, 
Super Cup Soccer brings the 
rough and tumble of the Astroturf, 
from the frosty parks to the com¬ 
fort and safety of your own home. 

Rest assured that you can finally 
play football without the risk of a grazed 
knee , or heaven forbid a nasty patch of 
chafed skin - unless your pal is of violent 
temperament and doesn’t like losing. 


Every Saturday millions of people travel 
to football stadiums to support their 
favourite football teams. These enthusi¬ 
astic fans pay several pounds to watch 22 
strapping blokes chase after a strange 
sphere moulded out of a pigs bum 

The goal of the game (excuse, the 
excellent play on words) is to rocket the 
boar’s butt between the opposing team’s 
goal posts as many times as feasibly 
possible before 90 minutes is up. In pro¬ 
fessional football games, the number of 
goals scored is surprisingly few - 
generally one or two. This is due 
to one of two factors, either X 
crap offensive play, or brilliant i 
defensive skills, with this game / . r " j 

m ^ y 

though that could change - I 
it’s down to you. 


A whole plethora of special kicks are 
available using the fabby sbc button con¬ 
trollers. Ail the normal ones are at hand, 
such as booting the ball low along the 
floor and speedy head-high blasts. All of 
which pale into insignificance when you 
see what other brill moves you have in 
your arsenal. 

The spectacular flying header for 
instance. This should catch even the 
most alert goalkeeper off guard. There’s 
the do-or-die scissor kick, that causes 
the player in use to fall on his back and 
kick straight up in a 90 degree angle, 
with a view to either clearing the ball or 
sending it rocketing right into the back of 
the net 


' W*' It 


As with human nature, if a player brings 
you down to earth with a bone bruising 
tackleT you can reap revenge on him. All 
you have to do is take down his shirt 
number and next time he’s in possession 
of the ball, try to hospitalise him in a 
number of ruthless, yet fun ways. 

Shoulder charging or heavy tackles 
are quite effective. Or why not go for a 
more direct approach like a subtle blow 
to the back of the head? Be cautious as 
this type of rough and tumble can lead to 
a sending off. Losing your star player 
because of a scrap can be costly. But as 
we all know, revenge is sweet. 


Kick, dive, shoot, score! It’s 
footie, the sport for people 
who really like kicking a ball 
around the park! 6mart! 


There are quite a few 
special moves to 
learn, not least of 
which is the diving 
header, a move that 
can save the day at 
the last minute. 
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ever so well. The controls are easy to 
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ver since the days of Fred and Wilma Flintstone, dinosaurs seemed to 
have lost their fearsome pea-brained image for a more socially 
acceptable one. People today don’t really consider them bloodthirsty 
monsters. Take the Mario and Yoshi alliance for instance - if that isn’t a 
healthy alliance of man and cute Jurassic beasty solving video challenges, 
then I don’t know what is. 


Well 


two 


two 


danger and hostility as they look for something that will return them to their own time 
and land. It's not going to be easy, but dino power might just save the day! 
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you’R6 in FOR a 
Bumpy RID6 

The adventure begins when Tim and 
Rachel are on a school outing to a 
nuclear power plant and a freak accident 
sends them hurtling back in time, to the 
days when the Dinosaurs were kings. 

A land which time forgot, if you will. 
The game is set over several strange 
prehistoric levels as the two youngsters 
search for a door in time which will 
propel them through a space/time con¬ 
tinuum and back to present day Earth. 

Fortunately for the Reebok wearing 
youngsters, when they arrive in this 
prehistoric world, they befriend a pair of 
sympathetic dinosaurs who agree to help 
them reach their final goal. 

The kids ride on the backs of these 
charming beasts as they travel over hills 
and jump across all manner of scary 
obstacles while shouting things such 
as ‘gnarly’ and ‘totally radical dude’ at all 
the various freaky dinosaur type things 
they encounter. 
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ROCK HBRD 

Certain areas within the game are 
inaccessible to the bulky frame of the 
dinosaurs, so therefore the kids have to 
dismount and search these locations. 
The R button is used to get off your 
beast, simply tap the button. At this 
point your dinosaur curls up into a tight 
ball, thus protecting himself from any 
damage. Your wily youngster can now 
explore the screen, without being in any 
way hindered. 

Your little dude or dudette isn’t 
S totally defenceless though, because the 
time machine that brought them to this 
land also bestowed a strange power 
upon them. This power allows small 
bolts of energy to be fired from their 
finger tips. Unlike the dinosaurs defence 
system, the nippers’ missiles temporarily 
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turns baddies into stone, 
allowing you to search 
g the area to your heart’s 
S content, at least until 
they turn back to 
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normal. Make sure you 
5 don’t leave your little, 
leathery-skinned friend 
on a surface that may 
subside or give way, 
because if your dino 
kicks the bucket you will 
lose a life. 
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If there doesn't appear to 
be any escape from a 
certain screen, don't be 
afraid to dismount your 
beast. Remember that the 
children can set into all 
those nooks and crannies 
and trisser a switch that'll 
give you that much sought 
after exit from the level. As 
a rule, your best bet is to 
choose "Tops" from the 
option screen, as he is the 

best all-rounder. 
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There are plenty of 
dinosaur japes to get 
involved with, but the 
game also has it’s fair 
share of peril for you to 
lumber through. 
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F irstly the bad points. The leveis are 
graphically far too samey and there 
is very little variation until further 
on in the game. There is however nice 
usage of mode seven later in the game as your 

adventure takes you on a ride on a giant Ferris wheel! Only one player can be 
on screen at one time with no two player team up, ho hum. The big question is: 












have you got the patience to play 
through the initial boring levels and 
progress to the superior ones? The 
idea of riding a dinosaur, isn't exactly 
original or come to think of it isn't os 
well implemented as in the classic 
Super Mario World. But hey, this is a 
totally different game so let's not hold . 
that against it. On the plus side, the 
game does offer a massive challenge 
to anybody willing to sit down and 
take it up, but it takes ages to 
progress to the better levels. You may 

find that you're bored with the game very quickly, but give it a chance and you 
might find yourself completely absorbed. Groovy! 

BRBO BURTOn 
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The game offers the usual fare of graphic 
delights, including moving scenery, and 
freezing cold water. It’s obvious that the 
artists have spent plenty of time on the 
visuals; all the sprites are well drawn and 
cuddly. As an added bonus, each 
dinosaur has several different facial 
expressions, which change depending on 
the situation that they are faced with. 

Surprisingly, the youngsters have 
been drawn with the same massive 
attention to detail as the dinosaurs, 
which is quite a feat considering the fact 
that they are about three times smaller. 
As regards the sound, most of the tunes 
throughout the game are jolly and happy. 
But when you come across end-of-level 
baddies, the music takes a sinister turn, 
and is not such a jolly ditty after all - 
which adds character to the game. 



Both the dinos have different powers and attributes. For instance, 
Rex uses a volley of punches that’ll have even the toughest 
Neanderthal foe on his back seeing stars. As for Tops, he won’t 
hesitate to launch razor sharp daggers at any fool stupid enough to 
try to hinder his progress. 

A big drawback to Rex’s power punch is that it is only effective 
if you’re standing right next to an enemy. This can pose quite a few 
problems to the novice gamer, since your reactions have to be light¬ 
ning fast, because if you miss the bad dude you’re in serious trouble 
as they’ll be right on top of you. Mega energy loss man. 

Tops' daggers are brilliant for long range attacks, but 
unfortunately, when it comes to inflicting large amounts of damage. 
I’m afraid Tops comes bottom. 
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I f you’re the kind of person who stops in the street to look at a squashed 
cat, then you’ll no doubt want to play Smash TV, the latest coin-op 
conversion to hit the SNES. The year is 1999, the stockmarket has 
crashed, the ozone layer has gone and the only law that exists in the world 

is that of the jungle. 

Once a week, every week, millions of people worldwide tune in to the live 
broadcast of Smash TV, the most vicious gameshow in the history of the Television. 
The show follows two pistol packing athletic muscle men as they fight, among other 
things, hundreds of baseball bat wielding lunatics, in a bullet proof television studio. 
The odds are stacked against our heroes and it’s only the lure of ridiculous amounts of 
money and fantastic prizes that entices them into this arena of death. 


Only with practice will you be 
able to survive these hor^les 
of laser spitting robots as 
found on later levels. 
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TaK6 yOUR PICK 

The SNES version retains all the special 
features of the arcade game, such as the 
opportunity to collect better weapons 
and bonuses through icons found 
scattered around the studio. Hardware 
such as, rocket launchers, which are high 
powered, high velocity rounds which 
decimate huge hordes of enemies in a 
single shot. 

Grenades, which when thrown only 
travel a short distance but is the ideal 
weapon when lots of madmen are 
closing in. The scatter gun which fires 
three slugs everytime the fire button 
is pressed, superb for short or long 

range attacks. 

There is also an electric shield that 
can be picked up, this protects your 
player from any harm, but beware, its 
duration isn’t very long. With the blade 
shield, five razor shape blades rotate 
around your character and bring death 
to any soft target, however if any of the 
blades hit a hard surface, the blade is 
blunted and destroyed. 

The most effective and easiest way 

to kill baddies is to collect 
a smart bomb. This 
clears the screen of all 
the enemies, until the 
next batch arrive. No 
amount of points will grant 
you extra life. If you’re lucky 

though it’s 
just possible 

could 



icon. 




ven though this game is in 
every respect another arcade J 

perfect conversion, I’d have a 1 

before rushed down 
the local computer shop to buy it. Ask 
yourself one question - could you put SO quid 

into the original arcade machine and still get a buzz out of playing it? I doubt it. 
Smash TV was a hit in the arcade because you could just bang your money in 
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and instantly start slaughtering 
hundreds of crazies. Damn the plot. 

That’s where the problem lies, there 
isn’t really a strong story line and 

9 

after a few games, the chances are 
you'll crave for a realistic goal and a 
strong plot. I love the arcade gamq, I 
love the console version, but it didn't 
cost me an arm and leg to play. Your 
best bet is to bang a couple of quid 
in the arcade machine, only then 
will you know if you could play this 
gome over and over again. If 

you reckon you could, then what the hell, go for it. Oh I wish I could just 

stop saying ''Bingoooo!". Brsd BuRTon 


name thbt 

Tune 

The futuristic music is well suited to the 
proceedings and adds that little bit extra 
to the whole game. So does the plethora 
of crystal clear digitised speech including 
loads of words and phrases, all taken 
directly from the coin-op. My favourite is 
the classic “I’ll buy that for a dollar’’, 
which the smarmy sequin adorned, babe- 
holding gameshow presenter, shouts 
every now and then. 

There isn’t one scrap of digitised 
speech missing here. As an added bonus 
all the offensive weapon sounds 
have been taken from their real 
life counterparts, and have been 
electronically reproduced. 

Each different weapon has its own 
distinctive sound, ranging from a brain- 
busting pistol bullet blast to an ear¬ 
damaging rocket launcher explosion. All 
of which adds to your enjoyment. 


Defeat the fat Mutoi^l 
Man, and millions of dollars 
will be the prize. Fail and 
you'll win the booby prize - 
a paupers grave. 











































Video gaming is a very complicated pursuit It takes hours and hours of practice, smart reflex¬ 
es and a good degree of organisation. A craftsman is only as good as his tools however and if 
you want to be the best, you'll have to use the best Those top international playboys at 
Euromax Electronics have been banging out all kinds of 
groovy joysticks for years now, constantly striving for the 
most accurate and responsive controllers. Their latest 
range of Beeshu controllers have obviously been designed 
by people influenced by mind-altering drugs and as a 
result their sticks have rather outlandish colour schemes. 








Still, who wants to be boring. The Angler joypad is 
their latest creation and what a treat it is! We've been 
putting this amazing joypad through its paces for weeks 
now and for most games, it's performance is much better 
than the SNES controllers. 

Brilliant ergonomics mean that the L and R pads are 
far easier to access than before and the addition of a 
small stick means that those circular secret moves in 
Streetfighter are now dead easy to do. The pad also has 
rapid fire switches for each of the buttons and a very 
handy slow-motion feature. 

High score egomaniacs will be chuffed to discover 
that the Beeshu Game Score system lets them record all 
their high score details for posterity. These smart stick on 
labels attach to the rear of your fave carts where you can 
record and update your top score details. The labels come 
with a smart and glossy album in which you can keep all 
those valuable scores. 

As if that wasn't enough, Beeshu also manufaaure a 
smart (and safe) cleaning kit for your SNES. This lets you 
clean your console completely, even those tricky cartridge 
edges. Keeping the contacts clean means that the carts 
are less likely to fritz up (as sometimes happens on partic¬ 
ularly grubby machines). You can be in with a chance of 
winning all of this spanky kit in the simplest competition 
you could ever wish to enter. Simply answer the following 
three questions to the best of your abilities: 


1. Who is the fattest, Kylie or 
Danni Minogue? 

2. What is the fat one out of 
Wilson Phillips called? 

3 . How many cakes does Fergie 

eat in one sitting? 


The first fifty correct entries will 
each receive one of the following: 
one of twelve Beeshu Angler Dead 
Treat Ultra Groovy Joy pads, 26 
complete Beeshu Score Systems 
or 12 Beeshu console cleaning 
kits (we decide which you get). 



Name: 


Address: 

2 . 


3 . 

Send your entries to: SUPER ACTION'S BIG FAT COMPO, 
EUROPRESS INTERACTIVE, EURO PA HOUSE, ADUNGTON PARK, 

MACCLESFIELD, SK10 4NP 

a Please tick the box if you do not wish to receive promotional material from other companies 
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J apanese video games have long been the standard by 

which others are judged. Ail that is about to change. 
Storm, a software house from good old Blighty and 
the people who brought you Silkworm and SWIV on the 
16 bit computers, are about to unleash a souped-up, top- 
notch, incredible, vertically scrolling masterpiece. 

It’s Super SWIV on the Super NES and it’s gorgeous. The plot 
is completely irrelevant but let’s go through it anyway. Billions of 
dollars worth of military equipment has mysteriously vanished and 
most of it is top secret and very deadly. You and a comrade have 
been assigned to find out who has it and if need be, annihilate the 
forces responsible. 


CH€aP JEEP 

The strangest vehicle in Super SWIV is 
the incredible jumping jeep. This all 
terrain vehicle is capable of crossing all 
but the most hostile landscape features. 

The jeep can trundle merrily over 
rocks and sand dunes and only buildings 
and other vehicles stand in its way. The 
jeep has one vitally important feature - it 
can jump. 

A press of the button sends it soar¬ 
ing skyward and a well timed jump can 



take you over most of the nastier haz¬ 
ards. The jeep, unlike the helicopter can 
fire in any direction, useful for dealing 
with rear attacks. 

Hold down the fire button and the 
guns will remain fixed in one direction. If 
you should reach water, the jeep will be 
abandoned in favour of a rather nifty 

speedboat, equipped with identical 
weapons. 


There aren't too 
many baddies on 
screen but the 
landscape and 
buildings are mak¬ 
ing life difficult for 
the hapless jeep 
driver. Keep on 
truckin’! 


FUn lUITH 


Crikey! This thing 
turned up a bit 
unexpectedly and 
it looks like our 
helicopter pilot 
has taken fright 
and filled his 
pants. Get back 
and start blasting 
the thing! 


When you shoot certain 

4 

_ baddies, they will explode, 

leaving behind them a circle 
* ~ of weapons. You simply fly 

over these to add them to 
' your arsenal. You can carry 

•» ‘ more than one kind of 

weapon at a time and you 

. 

r can switch between these at 

'ji V 

—- » ■ I will with a press of the L and 

R pads. The standard 
weapon is a machine gun type thing, but you 
can pick up weapons like flame-throwers, 
laser cannons, spread fire and homing missiles. 

Each weapon has its own strengths and 
weaknesses but the more icons you collect, 
the more powerful these weapons become. 
The weapons are slightly more flexible when 
you’re in charge of the jeep because you have 
360 degrees of fire. This comes in extremely 
useful when you’re attacked from the side or 
the rear. It's also possible to jump bacicwards, 
although your more likely to end up in trouble 
that way. Look out for land mines and don't 
mistake them for shield generators. 
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The sky is absolutely 
jam-packed with vile 
communist scum. They 
may outnumber you but 
there’s no way they can 
outfight you. 


At certain intervals during Super Swiv, both players abandon their 
vehicles for something a little faster and more powerful. Each play¬ 
er gets to fly a different coloured (but otherwise identical) jet fight¬ 
er. You soar higher above the landscape and have to take on 
hordes and hordes of stealth aircraft. 

The game speeds up at this point and it all gets very frenetic. 
The cloud effect is pretty spectacular graphically, as are the tiny 
field patterns on the ground far below. It makes an interesting 
diversion from the more complicated ground based level and gives 
the jeep driver something new to worry about...mid-air collisions. 




SILKUJORm 56 QU 6 L? 

This game bears more than a passing resemblance to an old arcade 
game called Silkworm. Funnily enough. Storm, the top geezers 
behind Super Swiv, also programmed the highly acclaimed comput¬ 
er versions of Silkworm. 

SWIV apparently stands for Special Weapons Interdiction 
Vehicle, but a few other names that have been banded about 
include Silk Worm Is Vertical, Silk Worm IV and loads more 


I've seen big tanks and 
I've seen really big tanks 
but this one takes the 
biscuit. The tank will fire 
a large missile from that 
hole shortly, so watch it! 
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besides. The fact is, that this does indeed resemble a vertically scrolling version of 
Silkworm, but believe me, that’s no bad thing. The two player action was enhanced by 
the very real necessity for teamwork. The jeep driver could take care of ground based 
missile and gun emplacements, while the helicopter could knock out incoming enemy 
aircraft. This is the stuff that great games are made of. 



smeLLy heli 

The helicopter is in fact far from smelly. 
It’s a highly manoeuvrable flying death 
machine, armed to the teeth with the lat¬ 
est in sophisticated weapons technology. 
The chopper can move anywhere on the 
screen, unhindered by background 
objects (unlike the jeep). 

Its one failing is that it can only fire 
straight ahead and some sharp reflexes 
are required when you’re attacked from 
behind. Although the helicopter presents 
less in the way of variety than the jeep, 
it’s a lot easier to control and you’ll 
probably progress faster using it. Because 
you’re faster, you also get first dibs on all 
the weapons and bonus stars. 


Zooming low over the "ter 
rain, you spot a likely vic¬ 
tim for your massive 
nuclear onslaught. Kick 
his filthy ass and save 
the world in the process. 
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n the far distant future, in an 
isolated galaxy, the future of 
the Universe hangs in the 
balance. A race of super beings 
have launched an offensive which 
could utterly destroy everything in 
creation. 

These aliens come from another 
dimension and see Earth’s technology as 
a threat to their own existence. 
Apparently, Earth’s laxative tablets have 
caused an imbalance in the space/time 
continuum and could well destroy this 
alternative dimension. 

The aliens reckon that utter annihi¬ 
lation is the only solution to the 
Earthling menace. The human authori¬ 
ties learn that a massive fleet of alien 
warships is lurking at the edge of the 
Galaxy, poised and ready to strike. 

They consider their options. They 
could launch a barrage of super thermo¬ 
plasma missiles and wipe out this fleet in 
one fantastic explosion.They could 
launch an unbelievably massive fleet of 
deadly Earth starships and obliterate the 
enemy force before it can react. As it 
happens, they decide to send one bloke 
in a little spaceship. 



%: 



Soaring over the planetscape, 
you spot something very, very 
nasty on the horizon. Choose 
your weapon and show every¬ 
one you're a hero. 
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many 


any weapons up as you fly, but you can equip yourself 
between each level. Every time you complete a section, a 
new weapon is added to the list you have at your disposal. 
The weapons themselves are fairly novel. 

You have the standard selection of lasers and flame¬ 
throwers, but one weapon is very special indeed. When 
you press fire, a twin beam of laser fire comes out of your 
rear end. This beam then travels outwards around your 
ship until it reaches the front, then levelling out into a wide 
twin beam. This is extremely useful for dealing with alien 
scum that attack from the rear. 

It takes a little while to get used to it, but you'll soon 
find that a nice steady fire button rhythm is all you need to 
maintain a constant 360 degree field of fire. Losing this 
weapon usually spells disaster. 


Loads of levels, that’s 
how many. There are 
two distinct of 

play. One is the vertical- 
ly scrolling level, quite 
unlike anything you’ve 
ever seen and the other 
a more conventional 
horizontal style. 

Conventional or not, 

there are loads of smart 

features that you won’t 

find in most other shoot 

’em ups. For example, 

the end-of-level baddie on the horizontal 

section of level two is amazing. 

It uses a technique similar to that 
seen on Mega CD games. The sprite 
rotates its legs as it walks toward you 
and then 


its head spins around. The 
Super NES can’t do this with sprites so it 
is most probably a combination of 
background bits. 






Hoiii many 


Loads of baddies, that’s how many. There are tons, nay, 
thousands of horrible little monsters who scream around the 
stratosphere, laying little eggs of plutonium death. 

They are easy enough to deal with, but there are bigger 
fish in the dark sea of space. Every now and then (and not 
necessarily at the end of a level) a big baddie will turn up. 

These things tend to lumber onto the screen, spewing 
out all kinds of horrible death rays. As usual, you have to 
find a weak point and blast it until the varmint explodes, 
though we all know 
that’s never as easy 
as it sounds. Some of 
the baddies have mul¬ 
tiple weak points and 
some of them have a 
few tricks up their 
sleeves. The smaller 
baddies are, for a 
change, extremely 
well designed. The 
attack patterns that 
they form cause max¬ 
imum difficulty and 
only super-human 
players can cope. 

Still, it’s well worth it. 






Asteroids and spinning 
aliens are just a few of 
the problems you'll 
encounter on the first 
level and it Just gets 
harder from here. 


This spider gave me the 
fright of my life when it 
appeared. Watch out for 
the deadly web - but 
remember, spiders are 
our friends. 


It looks like you re 
trapped in the space 
structure, but a few well 
placed laser blasts 
should free you to 
continue your mission. 
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bu own a Super NES and you've seen and heard exactly what 
it can do. No other domestic video game system comes even 
close in terms of technical quality. The Super NES is in a 
league of its own. It started life as the Super Famicom in Japan near¬ 
ly three years ago now. 

The machine was commissioned as a replacement for the now 
outdated Famicom (or eight-bit NES in this country). A huge team of 
developers at Nintendo Japan took part in the creation of the 
machine. Mr Uemura was the director of operations while the 
machine was being designed and is the man responsible for the 
machine we have now. 

During the development of the Super NES, technology was 
catching up, so the launch was continually delayed in order to 
improve the existing machine. Competition had arrived earlier in the 
shape of Sega's Megadrive but Nintendo's designers were not to be 


To date, the Super NES has the 
largest colour palette of any home 
system and it really is smart. You 
can choose from exactly 32,768 
colours and display 256 of them 
on screen at once (more with 
clever programming). 

The colour use doesn’t stop 
there though. The SNES can utilise 
true colour layering which allows 
you to replace selected areas of 
graphics with new colours in real 
time. This means that you can have 
semi-transparent water and other 
effects like rain and fog. Another 


rushed. The end result is one of the most astonishing pieces of advantage the SNES has is that 
hardware outside an arcade. even the smaller sprites can be 16 

different colours, giving detail and 
realism to the moving objects. 





There’s a bit of confusion 
surrounding the Super NES’ cen¬ 
tral processor. Nintendo widely 
hype the unit as a sixteen bit 
processor and to a certain extent, 
they’re right. 

The Megadrive is equipped 
with a slow, cheap 68000 and runs 
moderately quickly. The SNES has 
a slower clock speed (the speed 
the processor calculates things at) 
than the Megadrive but does most 
things much faster. 

The SNES processor is a bas¬ 
tardised version of an eight bit 
processor that used to be found in 
Apple II computers. As a result, it 
does mathematics at incredible 
speed and leaves the custom chips 
to do the rest. 

As far as games are con¬ 
cerned, the SNES is much faster 
than the Megadrive (although the 
Sega machine could count to a 
million faster). 



TH€ neui 



The Super NES has many spectac¬ 
ular graphic abilities, but by far 
the most impressive is mode 
seven. This graphics mode allows 
the programmer to scale and 
rotate any background or back¬ 
ground object. 

Mode seven uses some very 
complicated mathematics to 
enlarge or reduce the size of pix¬ 
els. These pixels can also be 
rotated around a central axis to 
create the spinning effect you can 
see in games like Super Ghouls 
’N’ Ghosts and Pilotwings. 

Apart from being a terribly 
spectacular gimmick, this effect 
can be an intrinsic part of the 
gameplay, as in games like F-Zero 
and Super Probotector. The effect 
cannot be used on sprites, but 
Axelay uses backgrounds to simu¬ 
late sprites and rumour has it that 
the Super CD ROM XA will have 
this facility on board. 



The British Super NES is the result 
of a great deal of argument and 
behind the scenes drama. When 
the machine was launched in Japan, 
design-wise it was a straightfor¬ 
ward evolution of the original 
eight bit Famicom shape. Rounded 
and well formed, designers hailed 

it as a minor work of genius. 

Power switches, cartridge 
port and external connections 
were well thought out and bril¬ 
liantly put together. 

Then the American machine 
came out. It was vile. A big grey 
and purple monstrosity, it was not 
only ugly, it was generally found to 
be impractical too. 

The switches were flimsy and 
ridiculous and the joypads lost the 
smart colour coding. Fortunately 
though, Bandai saw sense and 
released the British version with 
the original, and sexy, Japanese 
curves. Hooray! 



ounD 
GEmenT 

The Super NES looks good and it 
has sound to match. The machine 
comes equipped with a very high 
quality eight channel PCM sound 
chip. PCM stands for Pulse Code 
Modulation and is currently the 
industry standard for professional 
synthesisers. 

The chip is also very good at 
handling sampled sounds and tends 
to use less memory to process 
them. Full stereo is supplied and 
with a little more sophistication 
than most systems. 

What all this means to the 
player is that his music sounds like 
real instruments and the sound 
effects don’t switch off when a 
tune plays. 
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.4.99 

TOTE HARD CASE. 

. 9.99 

.4.99 

NUBY MAGNIFIER. 

.5.99 

.9.99 

NUBY GAME LIGHT. 

.7.99 

14.99 

TIMEBOY. 

.3.99 

.9.99 

NUBY LARGE CARRYALL... 

....19.99 
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rLL HIRE THaT FOR 3 DOLLaR 

Robocop 3 is the up and coming movie of the same name that you’ll all be queueing 

round the block to see. so we thought we’d fill you in on the news from Hollywood 
surrounding the modern day tin man. 

There have been a couple of cast and crew changes. The star of the first two 
movies Peter (Robocop) Weller is no longer donning his bullet-proof outfit. Instead, a 
mystery newcomer has stepped into the new metallic blue jockstrap. 

Rumour has it that Weller was tired of his role, and no longer wished to play a 
robot, so off he trotted. Fortunately the thespian’s phone kept ringing and after turning 
down several parts the ex-cyborg actor landed the lead in Naked Lunch, a strange 
David (Night Breed) Cronenberg film which had something to do with a 
typewriter/beetle combination. 

Another member of the original Robocop team who left was the highly acclaimed 
director Paul (Abyss) Verhoven. He claimed after the first movie that it was impossible 
to make a sequel that could come close to his epic Robocop and left with a flourish. 
Despite everybody running off though, Robocop 3 looks set to do well and if as good 
as the game looks then it’s bound to be a winner. 
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3 2 Robocop 2 the film is a trademark of Orion Pictures Corporation and Virgin Vision. All copyrights are recognised 


Street punks are 
absolutely no problem for 
our titanium-clad hero. 
Just shoot them. 


Robocop soars high - 
above the Detroit 
streets as flying fiends 
hurtle relentlessly 
towards him. 
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is fairly easy to 


but be careful. 
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Robo takes the hard way 
to the top of the building - 
couldn't he just use the 
elevator like any ordinary 
person? Watch out for 
falling shammies! 
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When the SNES cartridge is released in the near future, you’ll find 8 megs of hardcore 
action. True to Ocean’s track record, the "game promises loads of levels, top notch 
graphics and sonics that have to be heard to be believed. 

The levels we played were all of an amazingly high quality with plenty of baddies to 
dispatch. The game puts you in all manner of situations ranging from crime prevention 
on the streets of the decaying Detroit, to the disabling of battle tanks while flying 
through the polluted skies on a Jetpack. All the sprites are of arcade quality, big and 

well animated. 

I dread to think how many days and nights the graphic artists spent drawing the 
many frames needed to produce the fluency of movement this character has. It’s so 
realistic you could be mistaken for thinking you’re actually watching the movie — well if 

you never went to the movies you could. 

As an added bonus, later on in the game there’s a vertically scrolling section. This 
is when the course of play now changes as you don a specially modified jet pack in an 
attempt to quash the fascist militia offensive on the denizens of the city. Best of all, the 
whole section is programmed in glorious mode seven. 

The ground rushes towards you at a quite alarming rate as you zoom in low to 
strafe the low lying ground targets. If this isn’t fun then what is? Keep your eyes peeled 
for the film release and shortly after the SNES cart should hit the streets. Remember 

where you saw it first. 


TH£ aim 

OF THE Game 

Omni-Consumer Products (OCP) are 
about to construct Delta city. In prepa¬ 
ration for this massive construction, the 
old streets and buildings have to be lev¬ 
elled and the new city has to be built up 
from the rubble. 

This normally wouldn’t be a prob¬ 
lem, however the people who live in the 
houses which are going to be demolished 
are not too happy. This may well be 
something to do with the complete lack 
of a re-housing scheme. 

The people resist the immoral take¬ 
over by refusing to leave their homes 
and to counter this OCP hire mercenar¬ 
ies and employ them as Rehabilitation 
Officers. These guys are kitted out with 
the latest military hardware and have 
been given orders to use whatever force 
they deem necessary to remove 
the occupants. 

However when Robocop (the OCP 
top cop) is ordered to help remove the 
squatters, his human side gets the better 
of him and he joins the resistance and 
wages a personal war against those nasty 
old Rehabs. 

So it is up to you in the shoes of 
Robocop to make sure all is well for the 
good folk of Detroit and blast those bad 
guys to Hell. The end sequence has you 
pitted against a Ninja robot who goes by 
the name of Otomo, just what you need! 
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Mode seven in full 
effect as the 
ground rushes 
to wa rd s yo u r 
hapless sprite. 

Aargh! 
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m artial Arts fans might remember a movie from a 

couple of years ago called The Best Of The Best. 
It was kind of like Top Gun with Karate rather 
than Jet planes and for a kung fu movie, it wasn’t all that 
bad. The film told the tale of a group of American fighters 
as they trained in preparation for a world championship 
match against the mighty Korean team. 

There was a lot of punching and kicking with a fair bit of emo¬ 
tional trauma and love interest thrown in for good measure. 
Loriciel (the top French software house) have snapped up the 
rights to produce a top level martial arts game based on the movie. 
The film is perfect for a conversion to some jolly beat ’em up 
action, but all is not what it seems.... 


Choose your favourite 
fighter and train him up 
It's no good going into 
the ring if you're a 
steaming great pansy. 
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TRannc shoes 

Best of the Best can be played straight¬ 
away. but your capabilities will be some¬ 
what lacking at first. You can improve 
these by entering training mode. 

Here a series of machines test your 
speed, strength and reflexes. It’s a bit like 
Track and Field but with kicking and 
punching rather than running and jump¬ 
ing. Success in each category improves 
your various strengths. It’s possible to 
reach high ability levels simply by beating 
opponents but it helps if you can match 
their strengths before you get in the ring. 
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Noove, two 
fighters slug it 
out in the ring 
while below, a 
kumite ends in 
what appears to 
be the death of a 
warrior dude. 


TH6 KUmiT6 

Anybody know what a Kumite is? It’s 
dead smart. In Hong Kong and other Far 
Eastern cities, illegal fights take place. 
Called the Kumite, they are a no holds 
barred fights, often ending in serious 
injury and occasionally death. 

All fighting styles can enter these 
tournaments and there’s a lot of money 
to be made for both the fighters and the 
gamblers who bet on the events. 

The Kumite also appears in The 
Best of The Best and is a cut down ver¬ 
sion of the main fight with less rules and 
less fuss. You simply beat seven shades of 
sunlight out of an enemy fighter or a pal 
in two player mode. 


If these screenshots look a little familiar, 
there’s a good reason. Best of the Best 
Karate is in fact Panza Kick boxing, a 
martial arts game that surfaced on the 16 
bit computers a couple of years ago. It 
was an incredibly fluid and absorbing vari¬ 
ation on the theme and required rhythm 
as well as timing and reflexes. 

Andre Panza is, in case you don’t 
know, France’s leading kick boxer. His 
aggressive style has made him a French 
national hero as he’s the only French 
bloke who’s any good at anything. The 
problem is that nobody outside France 
has ever heard of Andre Panza. hence the 
license and the new title. The SNES ver¬ 
sion is identical in style to the 16 bit 
game, but features more moves and a 
whole new control system as well as hav¬ 
ing slightly better graphics. 
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The bloke on the left ie 
Andre Panza. He might 
be a garlic-eating twit, 
but he's France's 
toppest kickboxer. 
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irk Daring’s the name and top level adventuring’s 


the game. Dragon’s Lair is still the game credited 
with the best graphics ever on an arcade machine 
and it’s finally made the translation to the Super 
Nintendo. Elite have gone for a scrolling platform adven* 
ture rather than the interactive cartoon that previous ver¬ 
sions have tried to emulate. 

This is probably a good thing, because the other versions 
looked great but played about as well as Accrington Stanley on an 
away game. Dirk Daring has an awesome task ahead of him - he 
must explore Singe’s Castle and rescue his fair girlfriend. Singe, if 
you didn’t know already, is a dirty great fire-breathing dragon and 
it’ll take more than a bottle of Listerene to cool his breath. 

If that wasn’t bad enough, you’ll discover that his castle is 
packed full of evil, vicious, twisted zombies and you’ll have to hack 
and slash your way through them. Go get that girl! 



rm DROiiinriG! 

Dirk is not a very good swimmer and 
should he come across a body of water 
he’ll have to use a very strange technique 
to get past it. Dirk jumps into the water 
and is immediately surrounded by a bub¬ 
ble of air. 

He can breath in this bubble and 
propel himself along in a very bizarre 
manner. Moving around in water is tricky 
and just slowing down is a chore. 

Harder still is getting out of the 
water and you’ll probably take a few tries 
to reach dry land again. The water is usu¬ 
ally packed full of Piranha fish as well and 
you’ll have to avoid them because your 


weapons don’t work at all under water. 


the end of you if you're 
not careful. Swin^ your 
mighty sword of dobber 
and chop him up. 


SlUinGIRG yOUR 

SUJORD 

Getting to grips with Dirk’s massive 
weapon takes a bit of getting used to. He 
is initially armed with a sword but you 
can pick up throwing weapons as you go 
along. The sword can only be used when 
you’re standing upright on the ground 
but if you’re clever you’ll find a way to 
slash as soon as you land from a jump. 

Timing is everything though and you 
may find yourself using a lot of throwing 
weapons. The most common of these are 
daggers which fly out in a straight line but 
you can also use axes that fly off in an 
arc. These weapons are much less pow¬ 
erful than the sword and it takes a lot 
more hits to kill the baddies. 
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Like most games of its ilk, it’s possible to continue previously completed levels using a 
password. Normally this is no problem at all, you just bang in a code and start on your 
chosen level. If only Dragon’s Lair was that simple. 

The password screen is more difficult than the game itself and is the only password 
screen ever where you can be killed. You push a series of lettered balls into the correct 
numbered holes, the balls fall into the water and you have to guide them to the holes 
with your bubble. If the ball falls on your head you get killed. How daft is that? It takes a 

Innff rime to enter the nasswords and there is a time limit. Weird! 
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SUPER MARIO WORLD 


Without a shadow of a doubt, the best Super NES 


game so far and the first one too. Super Mario 


World has brilliant graphics, amazing sound, a 



spectacular 96 levels and most important of all. 


Mario! The Brooklyn plumber has come a long way since his first appearance in Donkey 


Kong and in this, his most incredible adventure yet, he must rescue his Princess from the 


evil Bowser who is hiding somewhere in Dinosaur Land, 


Mario must run, jump, fly and climb his way to success. Amazingly playable, bril^ 


liantly detailed and absolutely massive. Possibly the best video game ever. 



STREETFIGHTER 2 


Join Ryu and his friends as they battle each other to 


win the ultimate prize, the Streetfighter trophy. 


Gasp in amazement as the biggest, best sprites 


you*ve ever seen smack each other about the 


screen. Drop your jaw in wonder as you discover 



new techniques and strategies. Poop your pants as 


you realise this is the single best beat *em up ever, Ace stuff and a game you*ll be playing 


for years to come. Arcade perfect and unbelievably smart. Buy it! 



SUPER GHOULS 'N' GHOSTS 


Capcom do it again with the brilliantly playable remix of their own coin-op. Initially a 


fairly standard platform shoot *em up, you'll soon discover that there's a lot more to this 


game than meets the eye, Masses of levels and thousands of baddies to shoot mean you'll 


be playing this for months. Brilliant backgrounds and funky sprites are combined with 


bits of mode seven and amazing music. Impossibly difficult, you're in for a very nasty 


surprise when you do eventually complete it,,,. 



F-ZERO 


Still the best driving game on the Super NES and a must-have for speed freaks 


everywhere, 


around a hazard-infested track in a race against time and each other. Pit stops also get 


the futuristic treatment as a UFO repairs your craft with a beam of plasma. There are 


loads and loads of track features, like magnetic fences, grit-strewn roads and incredible 


speed ramps. The other cars all have different abilities and can cause you all kinds of 


horrible problems. 


Use the super turbocharger to get that last minute burst of speed and slide your 


way to victory. No other racing game on the Super NES comes close to this and you'll be 


playing it for as long as you own your machine. Tons of tracks and four cars to choose 


from, the only thing missing is a two player mode, but then, we just heard 


a rumour,,,. 



PILOTWINGS 


This one caused a bit of an argument but the fact is 


we've all being playing it for nearly two years now 


and it still hasn't got boring. It's not often that a 


game is relaxing rather than exciting but this is one 



of those. Soar, fall and drift through the sky as you take on a variety of flying challenges. 


Parachute, hang-glide, rocket belt and biplane are just some of the events and it'll take 


an age to master all of them. Smart flight simulation with a difference. 
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ust bought your Super NES? Curious to know what 


you should buy first? Being the top games experts 


we are, we thought it would be nice to bring you a 


round up of what we think are the ten best games on the 


from 


some deciding. Simon only likes games 


so he argued the toss about almost everything. Brad 


prefers shoot ’em ups and Frank likes just about 


everything so it took about three days to agree on a com¬ 


plete list and it looks something like this.... 
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PRINCE OF PERSIA 


Unbelievable animation and incredible challenge 


make this one of the all time top ten greats. Guide 
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the Prince of Persia in his quest to save his 
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girlfriend. Learn to climb, swordfight and dangle 


helplessly from chasm edges. Very difficult, very 


time consuming and very pretty. Prince of Persia is a spectacular platform treat and is 


not to be missed. The best version so far, but of course, it's on Super NES! 



POPULOUS 


Although it could be said that the Super NES version is a little slower and perhaps more 


cumbersome than the home computer versions, this is still a brilliantly original game. 


Mixing strategy, puzzle and adventure elements, you take the part of a god as he 


controls his people and battles the forces of evil. 


Use the power of nature as you herd your people into proper communities and 


while guiding their evolution convince them to pray to you. Forget shooting at things. 


this is real power. 



PARODIUS 


In Konami's parody of their own brilliant shoot 'em 


ups, you have the choice of four different space¬ 


craft (well, sort of spacecraft/animal combinations) 


as they head off into a world full of mystery and 


wonder. The cartoon sprites are ridiculously funny 



and the graphics are absolutely beautiful. It's all a bit saucy and cute and even if you 


don't like the style, you'll be bowled over by the immense playability. This is the kind of 


game that gives you renewed faith in programmers and a completely new idea of what 


reality is all about. Check it out! 





SUPER ALESTE 


More blasting action, but this time on a vertically scrolling screen in this amazing Super 


NES adaptation of the PC Engine shooter Gunhed, More weapons than you can possibly 


need and more baddies than you can possibly kill in an amazing mission to save the 


Universe (again). 


Thumping music and incredible sound effects add to the atmosphere. The graphics 


are stunning and everything moves at incredible speed. The sprites are as imaginative as 


the attack waves and believe me, this is a difficult game. Huge levels and lots of them 


mean that you'll be trying to save mankind for quite some time to come. 



ACT RAISER 


A weird mixture of Populous and Ghouls 'n' Ghosts, you have to guide a lone knight on a 


quest to conquer the world. Fight the powers of darkness in the platform sections while 


you trade and barter in the strategy section. You can play this game in a number of ways 


and it appeals to role players, strategists and arcade gamers alike. Brilliant graphics and 


the most impressive soundtrack you're ever likely to hear, a true masterpiece. 





























Unit 87, Market Hall, Market Street, 

Preston PR1 2EL. 

Tel or Fax 0772 883598 
Open 9am to 5pm Monday to Saturday 


ORDER HOTLINE 

9am Spfti 

0772 883598 
6 30pm to 8pm 
0942 493697 



!!! NEW TITLES !!! NEW TITLES !!! NEW TITLES !!! 



VISA 

mmmm 


SUPER NINTENDO 

Axelay.£ Call 

Final Fantasy II.£44.99 

James Bond Jnr.£42.99 

Krusty's Fun house . £39.99 

Magic Sword . £ Call 

Mario Paint . £ Call 

Mystical Ninja . £42.99 

Play Action F/Ball . £37.99 

Race Driving . £ Call 

Rival Turf . £39.99 

Robocop III . £ Call 

Romance 3 Kdoms 2 ..£42.99 

Street Fighter II (J) . £49.99 

Sim City . £39.99 

Simpsons . £ Call 

Smash TV . £39.99 


Spankey's Quest.£39.99 

Super Adv/island.£42.99 

Super Contra III.£39.99 

Topgear.£37.99 

Turtles 4 . £42.99 

Xardion . £44.99 

Ys III . £37.99 

Zelda III . £39.99 

Replacement Pads . £15.99 

GAMEBOY 

Adams Family . £23.99 

Batman Return of . £23.99 

Battletoads . £23.99 

Gradius . £23.99 

Hook . £23.99 

Jack Nicklaus Golf . £23.99 

Kid Icarus . £23.99 


ALL CARTS ARE U.S. UNLESS OTHERWISE STATED 
SHOP PRICES MAY VARY FROM THOSE ABOVE. 


Nail & Scale . £23.99 

Super Hunchback . £23.99 

Super RC Pro-am . £19.99 

Track Meet . £23.99 

Ultra Golf . £23 99 

Wave Race . £23.99 

Yoshi . £23.99 

+ + Plus Many More + + 

8-BIT Nintendo (US Carts) 

Adventure Island II . £39.99 

Batman Return of . £39.99 

Hudson Hawk . £39.99 

Mega Man 4 . £39.99 

NFS Open . £39.99 

Pac Man.... . ..£29 99 

Robin Hood . £39.99 

Super Spy Hunter . £39.99 

The Rocketeer . £39 99 

Tiny Toons . £39.99 

Vegas Dreams . £39.99 


USED CARTRIDGES AVAILABLE ON ALL FORMATS FROM ONLY £9.99 TO £29.99 

GIVE US A CALL TODAY FOR PRICES 


mwwwm lixcHANiiii service 


!!! iHiiT mmm special offer hi 


For the latest list of exchange PLAY ALL THE LATEST AMERICAN 

prices for your machine, sentd a CARTRIDGES 

SAE to the above address or give Just exchange or buy any of our U.S. Carts and we 

us a call today. will convert your machine to run both U.K. and U.S. 

AVERAGE ECHANGE PRICES Carts absolutely FREE of charge. 

Megadrive . £4.99 

Super NES . £7.99 (Normal cost £15.00) Give us a call today 

NES . £4.99 

Master System . £4.50 We also stock used and new U.K. Carts for 

Gameboy . £4.00 sale or exchange. 

WANTED!! YOUR OID CARTS FOR CASH 





Console Only Store 

Shop 17, Doncaster Road, Goldthorpe, 

Rotherham S63 9HG 

Tel: 0709 881873. Evenings (7pm-9pm) 0709 896796 

Fax: 0709 881873 after 5.30pm 



GAMEBOY 

All New.£21.90 

Used.£ 16.00 


Excellent deals on 
Part Exchange game 
and machines. 
Please Call 


Trade Enquiries 

Welcome 

Opening Times 10.30am - 5.30pm 

Please allow 14 days delivery. 
For items in stock, next day delivery 
£1.50 Postage for Games 
£6.00 Postage for Consoles 
£10.00 Next day Courier 





FOR THE BEST PRICES: CALL NOW! FREE LISTINGS: CALL NOW! 
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c/o 41 AMBERRY COURT, HARLOW, ESSEX 

SURER NES GAMES 

STREETFICHTER 2 (JAP) . £60 

STREETFICHTER 2 (US) . £S2 

CALIFORNIA GAMES 2 . CALL 

DUNGEONS Sf DRAGONS . CALL 

SUPER CONTRA . £41 

SUPER BATTLE TANK (US) . £41 

MIGHT 6r MAGIC 2 . CALL 

SPOT 2 . CALL 

HOOK . 

PARODIUS (JAP) . 

PRINCE OF PERSIA QAP) . 

TURTLES IV OAP) . £48 

TURTLES IV (US) . CALL 

COMBAT TRIBES . CALL 

SUPER BOWLING (US) . 

SUPER SLAM DUNKSHOT OAP) . 

PGA GOLF (US) . 

AMAZING TENNIS . CALL 

SUPER NINJA BOY . CALL 

ORDER NOW: • STAR WARS • DESERT 
STRIKE • AXELAY • DINOSAURS • 





CM20 2PX TEL OR FAX:- (0279) 431S77 

ACCESSORIES Sf CONSOLES 

CAPCOM JOYSTICK . CALL 

APOLLO . CALL 

SUPERSCOPE . 

JB KING JOYSTICK . 

CONVERTORS US/JAP . £1S 

UNIVERSAL CONVERTORS . £21 

PAL BOOSTERS . £30 

GIZMO . CALL 

SUPER FAMICOM US SCART. . £147 

SUPER NES UK . £149 

SUPER FAMICOM JAP. . CALL 

ir FREE P&P UNTIL NOVEMBER (£1 CHARGE) ★ 

ir £S P8P FOR CONSOLES ★ 

★ £3 P8P ON ACCESSORIES ★ 

★ FREE MEMBERSHIP ★ 
it FAST DELIVERY NORMALLY! it 
it FREE LISTINGS - CAU FOR YOUR COPY it 
All games sold at brilliant prices!! 


j 




SEND A CHEQUE OR POSTAL ORDER 
FOR £29.99 + £2 POSTAGE (UK) 


OW WHILE LIMITED STOCKS LAST * 
UY AND SELL SECONDHAND GAMES * 

YMPIA ARCADE, KIRKCALDY, 

KY11QF. Tel: (0592) 643003 



D. M. C 


All this prime advertising space 
could be yours. Phone Nikki Taylor 

0625 850874 


SOFTWARE DINOSAURS - £45 PAL BOOSTER.£25 

— - iicT .A. PRINCE OF PERSIA CALL £45 UNIVERSAL CONVERTOR.£20 

vpi KTvc n iwunt i« PARODIUS CALL £45 SUPERSCOPE 6.£49 

riCTi^/uii IV ‘ tii ~ CONTRA III £42 CALL CAPCOM STREET.F. II STICK ....CALL 

cVn rTo MAGIC SWORD CALL £40 APOLLO STREET.F. II STICK.£60 

cfDKTnrureo II ell EXTRA INNINGS £41 CALL STEALTH STICK (FANTASTICK) .£25 

ARCANA £43 - ASCII AUTOFIRE PAD....£18 

fnjrnrunusTEDC " BAHLETOADS - SOON 

finPnrij nrHxIl”® rlii ft? AXELAY CALL SOON NOTE: 

A?TDAKPD®^^^^ fii^ A n>- WE ARE ALSO STOCKISTS OF MEGA 

SUPER SIMSH TV £39 I DRIVE AND NEO-GEO EQUIPMENT! 

WWF £40 - CISA SUPER NES (SCART) 

ZELDA III £42 - +/iAUtl0.j......^..^^....„.£149 TRADE ENQUIRIES WELCOME! 

MYSTICAL NINJA £41 - 'JS'A &jPER f4£S (SCART) 

TURTLES IV - £45 + 1 PAD ONLY . £95 10 am ■ opm Mon • Sat 

~ We also buy consoles & games! P&P £1 per game and £10 per console (courier) 

Cali lor availabiifty on ail lilies! Used games also sold & swapped! 

CHEQUES PAYABLE TO D.M.C. CONSOLES. SHOP & MAIL ORDER DMC CONSOLES (SA) 
6 BLADUD BUILDINGS, THE PARAGON, BATH, AVON, BA1 5LS10 am - 6pm Mon • Sat 


TEL/FAX (0225) 448253 
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To celebrate the launch of Super Action, we are offering 12 month 
subscriptions at a ridicuiously iow £15 a year - a saving of £8.40 on 
the cover price. That's just £1.25 an issue - a HUGE discount of 35% !! 

Or you can pay by direct debit for just£3.75 d 
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SEND YOUR COMPLETED DETAILS TO 

Europress Direct, 
FREEPOST, Ellesmere Port, 
South Wirral, L65 3EB 
(No stamp needed if posted in UK) 


YES! I want to subscribe to the 
brand new 100% Super Action 


Tick the appropriate box 


I live in the UK (£15) 

I live in Europe or Eire (£23) 
I live outside Europe (£33) 


o 

in 

CO 


in 

o 

in 

CO 


This order form is not valid after 31st October 1992 

SA October ’92. 


YOUR NAME & ADDRESS 


Name 


Address 


Postcode 


Tel No 


Please tick if you wish to receive promotional material from other companies 


METHOD OF PAYMENT 


I enclose a Cheque/Postal Order payable to Europress Interactive 
(UK Only) 


Please debit my Credit Card. 


Siqned 


Expires 



Credit Card No. 


3507 


Quarterly Direct Debit (£3.75 - Please complete form opposite) 
UK ONLY. Please send original form, do not fax or photocopy. 
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Complete this form ONLY if you have ticked the Direct Debit Option opposite. 
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AUTHORITY TO YOUR BANK/BUILDING SOCIETY TO PAY DIRECT DEBITS 


Please complete the section on the 


right to instruct your Bank/Building 


Society to make payments directly 


from your account. Then return this 


form to us - no stamp needed! 


Europress Direct 


FREEPOST 


Ellesmere Port 


South Wirral L65 SEA 


Originator's Identification No. 


Ref No. 


Bank/Building Society may decline to accept instructions 


to pay Direct Debit from some types of accounts. 


Your instructions to the Bank/Building Society: 



I instruct you to pay Direct Debits from my 
account at the request of Europress Ltd. 



The amounts are variable and may be 


debited on various dates. 



NO ACKNOWLEDGEMENT REQUIRED. 



I understand that Europress may change 


the amounts and dates only after giving 


me prior notice. 



I will inform the Bank/Building Society in 


writing if I wish to cancel this instruction. 



I understand that if any Direct Debit is 


paid which breaks the terms of the 


instruction, the Bank/Building Society will 


make a refund. 


Name of Bank/Building Society 


Address 


Name of Account 


Your Account No 


Sort Code 


Signature(s) 


Date 


Your subscription will commence with 


the first available issue. 
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Mario World 

+ US/JAP 




Convertor 
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Price 

ACTRAISER.44.00 

ADDAMS FAMILY.45.00 

TURTLES IN TIME.45.00 

F1 EXHAUST HEAT.45.00 

FINAL FIGHT (GUY).45.00 

FINAL FIGHT.45.00 

GOEMAN WARRIOR.45.00 

GRADIUS III.45.00 

MAGIC SWORD.45.00 

LEMMINGS.45.00 

STREETFIGHTER 2.45.00 

MYSTICAL NINJA.45.00 

SUPER TENNIS (UK).39.00 

SUPER R-TYPE (UK).39.00 

RIVAL TURF.45.00 

J. MADDEN FOOTBALL.45.00 

GHOULS N GHOSTS.45.00 

CONTRA SPIRITS.45.00 

SUPER SMASH TV.45.00 

ZELDA III.45.00 

TOP GEAR.45.00 

WWF WRESTLEMANIA.45.00 

CASTLEVANIA IV.45.00 

KRUSTYS FUNHOUSE.45.00 

SIM CITY.45.00 

SMART BALL.45.00 

BATTLE TANK.45.00 

PGA TOUR GOLF.45.00 

WONDERBOY AD.45.00 

WORLD SOCCER.45.00 

SUPER OFF-ROAD.45.00 

THUNDER SPIRITS.45.00 

DRAKKEN.45.00 

BATTLE GP.45.00 

STRIKE GUNNER.45.00 

F-ZERO.39.99 

SUPER EDF.45.00 

DARIUS TWIN.41.00 

PILOT WINGS.45.00 

PAPERBOY II.45.00 

All orders add £1.50 P&P 

X-Gen Computer 

Nantwich, 

I t 















% 


^ Price 

ALISIA DRAGOON.36.00 

BART SIMPSON.35.00 

CASTLE OF ILLUSION.24.00 

FANTASIA.30.00 

GOLDEN AXE 2.29.00 

KRUSTYS FUNHOUSE.30.00 

ROAD RASH.25.00 

SPLATTERHOUSE 2.35.00 

ARCH RIVAL.35.00 

BARE KNUCKLE.23.00 

F22 INTERCEPTOR.30.00 

FIREPRO WRESTLING.34.00 

JAMES POND 2.30.00 

ROL THUNDER 2.30.00 

TERMINATOR.35.00 

GHOULS ’N’ GHOSTS.30.00 










Price 

SWORDS.70.00 

MAGICIAN LORD.70.00 

NINJA COMBAT.70.00 

NAM 75.70.00 

SENGOKU.105.00 

FATAL FURY.105.00 

ALPHA MISSION 2.80.00 

GHOST PILOT.70.00 

SUPER SPY.70.00 

CYBERFLIP.70.00 

TOP GOLF.70.00 

ROBO ARMY.105.00 

KING OF MONSTERS.80.00 

BURNING FIGHT. . 80.00 


COMPETITiaN! 

Answer this simple question to be 
entered into our Monthiy Draw to win a Neo-Geo 
or equivaient value in software of your choice... 

What is the main character's 
name in Ghouls'n'Ghosts? 

Send your answers with your order 

to the address beiow. 


made payable 


GEN COMPUTER TECHNOLOGY & send 


Corner, Audlem Road, Hatherton 

or telepho 








' f 






T 




.4 ■ 


♦^1 


|4k ' 


,.1 


7 














































































































C* 


na< 






Draculas Horror-Trip! 


For your Super-NES I! I 


He's back, the Duke of Darkness. 
Count Dracula has returned to 
unleash untold horrors upon the 

m 

helpless villagers of Transilvania, 
in this bloodcurdling, spine-chill¬ 
ing adventure. Can you find your 
way through 11 terrifying levels 
each filled with impending doom. 
Will you find the hidden weapons 
which will aid you in your mission 
to defeat the ghosts, ghouls & 
phantoms which lurk inside the 
Castle of Undead and roam it's 
ancient grisly grounds. Are you 
brave enough to try? Or would 
you rather die? 
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11 levels 




Nintendo 


System 
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AKDNAHn 




F&P 92/336 PI 




.. Distribution: 

(OKJ» Unit 26/27, Farehann Industrial Park 

Fareham Hants, PO 16 8XB 




Bandai UK Ltd. 
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Machines 1/92: 

Lots of levels await your 
whipswinging presence, 
and they're pretty 
difficult to master! 

OVERALL 93% 


8 megabit game 


For 1 Player 

System: Super 


Entertainment 






































































